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UBI SOFT Ltd. 
Finchley House 
707 High Road 
North Finchley 
LONDON N12 OBT 
Tel: (081) 343 9055 


Original 


NinTendo*. 


Seal of 
Ouafity 


player, split 
screen display 

^ *3 modes of play - 

Free run, practice and 
World Championship 

• 16 tracks, 7 car designs 
and 14 named drivers 


Choose your car and driver for the 
perfect race 


The famous track at Monaco has 
many chicanes and a tunnel as 
shown by the dotted lines 


5 ways to customize you 
car (breaks, tires, 
suspension, wings and 
transmission) 

• Save your favourite 
L car settings as well 
as your best 
races 


Customize your car’s features to 
suit course conditions 


The best 2 player F1 driving 
simulator available on the SNES 
and GameBoy (up to 4 players can 
play on the GameBoy if you own a 
4 player adaptor) 


UBI SPORT 


LICENSED BY 


Licensed by FOCA To Fuji Television. Super Nintendo: 51993 Human Entertaiment Inc. / GameBoy: © 1993 Varie Corporation / © 1993 Ubi Soft. Nintendo 
Super Nintendo ©, Game Boy (! entertainment system, the Nintendo product seals and other marks designated as “TM” are trademarks of Nintendo. 
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The rising star of 
british footbaii has 
signed up to Acciaim 
for their upcoming 
footbaii game. How 
is it looking? We 
send our scouts out 
to check. 

a SNES scccer 
round up and league 
chart. 


Project Reality 


Where is Project Reality 
up to? When are we 
going to see anything 
and what will it look 
like. We give you all this 
and what’s more we do 
it with panache. 


contents 


Awards p n 

It is your constitutional right 
to vote for any game you 
want to when it comes to the 
Game Zone awards. Take a 
look at which games are 
popular nationwide? 




news 

We’ve got a window on the woild 
and we can see it aii. Be the first to 
find out the iatest happenings in the 
world of Nintendo in our up to the 
minute news section. Or be second 
and skip straight to the reviews, 
listed overleaf. 

Piracy on the up and up p 6 
PC violence hits SNES p 7 

Mario hits out p 8 

Nintendo in risc-y business p 10 
Sega squares up p 11 

Segal: the method man p 12 
Manga watch p14 

Who’s going to Mario World? p 15 

the cartridge 
family p22 

We aren’t just faceless reviewers in 
this magazine, come and have a 
potter around our parlour while we 
ponder one of the world’s great 
mysteries. Which is our favourite 
Tarzan film? 


pgtips 


Generally we here at Game Zone 
don’t believe in tipping, but in your 
case we’ll make a special 
exception. This month we have: 

Zombies, Super Mario Kart, Smart 
Ball, Mortal Kombat, B. O. B. and 
Super Battle Tank. Plus Game 
Genie codes for Prince of Persia, 
Cybemator, Gods, Pugsley’s 
Scavenger Hunt, Super Tennis and 
Mortal Kombat 

There are also maps, guides and 
tips for: 

Flashback p 56 

Shadowmn p 60 

Mystical Ninja p 63 


subscriptions 

Well what are you waiting for? Get 
subscribing, don’t come crying to 
us when we’ve sell out and all that 
are left at the newsagents are 
games mags on toilet paper and 
copies of Old Moore's Almanac, 

back issues p?/ 


Just to put your mind at rest we’d 
like to point out that these are back 
issues of Game Zone. Not 
retrospective investigations into 
stories that rocked the world. Oh 
well it was funny the first time I 
used it. 


The letters page has just undergone | 
a change that could affect it for ’25 
years, or until Hell freezes over.’ 
Culky’s been sent down. 

in tbs pipeiine p80 

What are the latest games up for 
preview this month Game Zone? 

Well hello there Ivan you randomly 
selected reader you, this month we 
have some great previews. Hey, 
why not read our list... below: 

Space Ace p 85 I 

Mystical Ninja 2 P 86 

Yogi Bear p 87 

Empire Soccer p 88 

Spectre p 89 | 

back pocket p 9 o 

Don’t despair Game Boy owners, 
we’d never forsake you. And just to 
prove it here are some of the 
wackiest, zaniest Game Boy 
reviews. Heh heh heh. 


features 


Games that should he on the SNK... pzo 

What is going on? There are games out there that 
shouid be on the SNES here and now. Where are they? 
We get your back up. 
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We didn’t spend millions of 
pounds on an american 
correspondent just so he 
can laze in the sun and 
lounge through earth¬ 
quakes. Our man had tio 
visit the worlds largest 
game show/drinking spree. 


The attack of the mutant internal organs more like. A 
collection of unsightly monsters. 


Doing the mag types: 

Trenton Webb (Editor), Jon Billington (Art 
Editor), Simon Kirrane (Deputy Editor), 
Jonathan Nash (Staff Writer), Simon 
Jones (Grabbing Mac Man), Mary 
Richards, Tim Tucker, Tim Norris, Adam 
Peters, Daniel Pemberton, Duncan 
MacDonald, Patrick McCarthy, Rupert 
Sliwa, Andy Hutchinson, Zy Nichcolson 
(Contributors), Stuart Baynes 
(Photography). 

Producing the mag types 

Alison Morton, Rob Bennett (Advertising), 
Chris Stocker, Heath Parsons, Jon 
Moore, Mark Gover and Simon Windsor 
(Linotron and Scanning) Frances Wasem 
(Production), Colin The Publisher 
(Publisher) Sue Hartley (Circulation 
Director), Greg Ingham (Joint Managing 
Director) Chris Anderson (Chairman). 
Printed in the UK by Garnett Dickinson. 
Brian Parkin, Ian Alexander, Marcus 
Browning, Ian Wright, Billy Clark, Lee 
Maddlson, John Taylor, Lee Archer, Gary 
Waddock, Worrell Sterling. Special inspi¬ 
rational thanks this issue to Nick Drake, 
Edgar Rice Burroughs, Arthur 
Christiansen, and Fred Quimby 


“Laugh leedle 
bourgeois 
monkey-faces” 


luiure 

I L E I S l’ R E 

30 Monmouth St, 
Bath, Avon 
BA1 2BW 

Tel 0225 442244 
Fax 0225 446019 


NifrtaiKlO.tiinten0c Ente<Ta;".fr:e^: 
Syslaa. NB& Gap>e Boy. Super 
Nintendo EntedajnAHnt fiyetem. 
Super NES and Super Niotefvdo 
... Scope are tsaoecpartooi Nintendo 
of Amenca Inc and rts associated 
compan^fc Al ngtits recognised. 
Game Zone 6 an ndepeodent 
magazine, m no way conaactaa tc 
NinterKlo of Ameneainc - and Beli 
fight anyone wtw says grfterentfy. 
All matenaJ m the magazine s ^ . 
1993 Future Pubtehmg. Game 
Zone IS a monttity publication 
pnrrted m the UK. ft's about time 
we bought a loke book isnt a. t 
mean month after month you tune 
mao this feme bit here m the hope of 
having a chortle and month after 
month we confound you by not 
putting a ) 0 ke in. Life's tike that. 


Mario’S Time' 
Machine 


Uh oh, this is about as naked as you can get when you’re 
a Run Sabre. So they say. 


Hockey ’94 


Mega Lo 
Mania 


Pinbail 

Dreams 


Right this is a face off then. Jam packed full of ‘slap 
stick’ hilarity. Hohohohohohohohohohohoh. Hmm (sighs). 


Although this looks like a pinball table it is actually the 
lounge of the Barcelona Hilton as designed by Barck. 


You’re on the 20, you’re 4th and 10, you go for a hail 
mary and you are talking an alien language. 


A girl, a bell 
and a pink 
thing. Yes it 
could only 
be the 
continuing 
tale of Pop 
’n’ Twinbee. 
I don’t have 
a clue 
what’s 
going on. 


R-Type 3 
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Teenage Mutant Hero Turtles and the distinctive likeness thereof are registered trademarks and copyright 
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Surveys surveys surveys. This 
month’s news features the results of 
two surveys, both of which make us 
games players look like obsessive 
fools who are the subliminal victims 
of an evil software cartel that wants 
both our money and our souls. This 
is quite patently untrue. 

The mainstream media still don’t 
seem to realise that we are no 
longer ‘the spotty computer boffins’ 
stereotypically portrayed as anoraks 
in the late 80’s. We’re just ordinary 
peeps who would rather like the 
chance to join the debate that’s 
currently raging about games. After 
all, we’re the ones who’ve got most 
to lose - either our minds or freedom 
of choice. 

Yet while we wait to be asked an 
intelligent question the ‘Fun Police’ 
are mouthing off in the press, telling 
the world that this game is sick and 
that another is degenerate filth. 
Annoyingly they are also the kind of 
folk who say things like ‘And Atari’s 
Mario the Hedgehog...’. 

So all you moral crusaders, you’re 
welcome to talk about games and 
gaming issues. But next time, 
please, please, please, talk about 
them to us, or 
Nintendo, or 
Sega, or 
anybody else 
who actually 
knows what 
they’re on about. 


IVenton 

Webb, 

Editor. 




As reported in Game Zone 16 (Feb 1994) piracy 
is a terrifyingly strong growth sector in all areas 
of computer technology. A recent report by the 
International Federation of the Phonographic 
Industry shows that last year a massive 700,000 
pirated CDs were sold in the UK. Previously CD 
was cited as an unpirateable format due to the 
sheer volume of data, which made it appealing 
to publishers. Now it seems that Nintendo may 
have been proved right in their reservations 
about CDs - which led 
them to pull the CD ROM 
add-on for the SNES. 


Nintendo heads the field yet again, they didn’t 
believe the old CDs are unpirateable story did they? 


news) 


Pirate raid 

FAST have raided another bulletin board that 
was allegedly carrying illegally pirate software. 
The Watford BBS known as Arcadia, was raided 
under the 1988 Copyrights and Patents Act on 
21 St December 1993. 

As shown in last month’s Game Zone console 
software piracy is a growing trend and this raid 
seems to indicate the extent of cartridge 
software - as well as PC and Amiga games - 
available on the black market. 


It'll make 

you blind 


Piracy stili 


growin 



Possibly the sort of view that some of our children 
might get when looking at a video game screen. 


Stories have been breaking in the national press recently that children MIGHT be ruining their 
eyesight by playing video games. 

The reports have filtered through from Japan were the annual eyesight tests are worse than they’ve 
ever been, in fact one in three have been found to have ‘extremely poor’ eyesight. 

Experts (no, really) have said that the trend has been developing since the late eighties which is 
exactly the same time (almost) as computer games became popular (cue sinister and really quite 
chilling chords: da da daaaaa). 

The number of children aged 0-15 with bad eyesight has Increased in the same time frame. Which 
of course Is tantamount to a ‘Video Games Stole My Sight Headline’ just as soon as the tabloids get a 
bit more information from their ‘experts’. 

The Japanese Education Ministry told the New Scientist that “We want students to abandon the 
habit of watching television screens for long hours.” So at least we know what the 
Japanese Government want, er we still don’t know If there’s a link though. 

Let’s turn to Tokyo eye specialist Professor TakashI Tokoro 
who is convinced there is a link: 

“There may not be any direct 
evidence but there 
is a variety of 
indirect 

evidence.” Right 
that’s cleared that 
up then, indirect 
evidence what’s 
that then, can you 
feel it in your water, 
did the runes tell 
you? 

Any submissions 
of hack hypocrisy 
and media hysteria 
over video games will 
be gratefully received 
for publication, send to 
the usual address. 
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i blue, he’s brave and he fights all sorts of 
itricai appliances, Mega Man on the SNES. 


Mega man - 

es! 


The little NES 

robo-bod is making real waves 
on the Import scene at the moment. 

Upgraded from his 8 bit incarnation Capcom’s 
first superstar has been well and truly dusted 
down for the Super NES and the results? - if the 
foamy mouthed reviews from over the water are 
to be believed - are outstanding. With a wide 
range of weapons Mega once again takes on 
platform guise but to devastating visual and 
game play effect. This is ail capped off with a 
slick control system and tweaks to the normal 
pattern of play. In fact the only criticism that 
Mega Man X has attracted is that it’s all a little 
too easy. 

There’s no official release date for the game in 
the UK, but as soon as there is, you can 
guarantee that GZ will be there. Do you think 
that we’re going to wait for a game that sounds 
this good? 


supcp street 

fighter 

snubbed 


PC hyper¬ 

violence 


coming to 

SNES 


As Wolfenstein 3D splatters shop shelves and 
mags with more gore than Nintendo thought 
possible (see the blood-stained special review 
on p 26) Imagineer are already working on 
converting the sequel. Doom, to SNES. Doom 
takes the same Wolfenstein 3D approach, first 
person perspective. It’s still a fire-powered 
shoot-out but adds an even more spectacular 
puzzle element. With rising floors, radiation 
filled rooms and weapons that affect the 
zombified legions of hell differently, it’s a 
swift and deadly addictive game. 

On the PC it’s received rave reviews - 
even good enough to cure a certain 
editor of his PC technophobia last 
Christmas - and now Imagineer have 
announced their intention to release 
the sequel this autumn. There’s 
nothing to see as yet, but as soon 
as there is, we’ll bring you the 
game that put the gun in gung ho. 


It seems that after an initial surge of interest in 
Capcom’s latest SFII variant Super Street 
Fighter II, interest has tailed off, as American 
arcade fans eagerly await Mortal Kombat II. 

Has the SFII bubble burst? Probably not. It’s 
just been out-hyped by Midway’s latest 
massacre machine. 


Britain not hi-tech 

Wow, like tell us something we didn’t know! A new Gallup survey shows that computers and all 
things silicon are still viewed as the epitome of all things bad by the normal everyday bloke in the 
street. Who do these pollsters pick on when they question Joe Bloggs, we want their names. 

The findings of Key Notes poll revealed that 39% cited computer error as one of the classic 
excuses, and typical of bad computer practices. 48% thought computers were too expensive, 68% 
thought ‘children’ spent too much time playing games; and 38% saw computer pornography as a 
major threat. Don’t know what that all means to us middle-ground folk who use the ‘Super Family 
Computer’ as it is known in Japan, but it’s probably something really deep. 
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censors scent 

blood 

As exclusively revealed in GZ16 the pressure is 
growing on video game publishers to make 
games for the family (and not for fun - 
Jonathan). In the United States the Mega CD 
title Night Trap has been withdrawn by Sega and 
now America’s Fun Police are targeting 
Acclaim’s bloody Sega version of Mortal 
Kombat. Doubts about Acclaim’s game have 
been aired everywhere from the trade paper 
Consumer Electronics through to the House Of 
Congress. 

In their defence, and quite rightly, Acclaim 
explained in Newsday 'Mortal Kombat was 
popular in the arcades for over a year before it 
was released’. Which makes the sudden wave of 
‘righteous indignation’ seem a little lame, and 
yet another case of false piety, oh dear. 



mario is 

Are you sickened by the constant wave of 
degenerate, sick and perverse filth that’s found 
in every single cart on sale for the SNES? Of 
course you’re not, because it’s only in the 
imagination of a few sad tabloid journo’s and 
vote hungry MPs. Mindscape too are sick of 
going on the defensive every time they tell 
people what they do at polite dinner parties. 

So the publisher of the Mario edutainment series 
(the latest of which, Mario’s Time Machine, is 
reviewed on p 33) has gone on the offensive. 

Just how offensive depends on what you think of 
Richard and Judy, stars of ITV’s This Morning. 
That’s where they showcased their eminently 
pleasant learning games in a bid to dispel the 
myth that every video game ever has featured 
human dismemberment. 



We all know that Mario loves all the children 
in the world, but I can’t help feeling I’ve 
heard that phrase before. 



Recent reviews of NBA Jam suggest that 
Acclaim will be stuck in this terrible profit rut 
for the rest of the year. 


acclaim 


make pots 

The outrageous gamble that Acclaim took with 
Mortal Kombat looks to have paid off as they 
stormed to the biggest ever single financial 
quarter performance for a softie. Their sales 
totalled an Impressive $127.4 million, which 
should earn them a whacking $12.3 million in net 
profit - not bad for three months work. 

These sales were some 62% up on the same 
period last year. Most importantly the strength of 
Acclaim’s fiscal performance shows that the 
video games bubble has not burst, despite what 
some doom-mongers were Insisting. In fact the 
President of Acclaim, Robert Holmes, stated 
“Along with the rest of the industry we have 
enjoyed the biggest holiday selling season ever. 
We foresee continued strong growth for both 
Acclaim and the (video games) industry in 1994’’. 


we know you COPO 



WARNING: lunch threateningly cute story follows. Late in 1993 SMART talked to President Clinton 
and VP Al Gore. SMART isn’t some weird CIA spy team but the Super Mario All-stars Report Team, 
five American kids who were armed with the massed research of Nintendo’s surveys and organised 
debates among the 8-13 year olds. 

The survey of over 5000 young Americans found some disturbing elements lurking in the back of 
the USA youth psyche. It found education, drugs, homelessness, violence and the environment to be 
the five most important Issues of the day. 

32% worried about being made homeless, 56% favoured drug education as 
opposed to arrest when it came to dealing with abusers and 
26% didn’t even feel safe from crime at 
home. On a more positive note 63% 
said they would give half their 
pocket money if it would help find a 
cure for AIDS. 98% aim to graduate 
from High School and 94% want to 
get a college education. 

“We’re pleased to be able to create 
a forum for America’s views to be 
heard... The idea of an All-Star team is 
a timely considering we have just 
introduced Super Mario All-Stars...”. It 
kind of makes you feel somehow 
privileged to be allowed to even own a 
Nintendo system doesn’t it? 


Mario continuing his stalwart service to world 
peace and the free economy... yesterday. 
































• Microswitched 8-way grip 

• Six fire buttoiis ,1^ 

• Start/Select functions 

• Slow-motion facility 

• 8 foot connector cable 

• Variable-speed Autofire 

• Six button version for Sega available end of '93' 
Mode! m, jrs52 For Super :iinmio 
£24.99 inc. VAT. 


LogiP^d 


The world’s first fully microswitched control pad 
• Six fire buttons 
Eight-direction thumb control 
Select/Start buttons 

» Independent Autofire (Plus selectable rapid-fire) 

® Six-foot connector cable 
« Six button version for Sega available end ‘93. .m 

\Model No. JT 360 For Super NLftsmfo 
£18.99 inc. VAT. 


Deita-Ray 

• New ‘Comfort-Grip’ handle 

• Nine high-quality microswitches 
, m Extra-long connector cable 

Four fire-buttons 
-;.||'Start button 

K Autofire plus rapid-fire function 
Suction cups for extra stability. 

odel No. JT456 
For Sega Megadrive 
£16.99 inc. VAT. 


Can you imagine Nigel Mansell using a joystick 
to control his car around a high-speed track? 

Probably not. That’s why we came up with the 
Freewheel. Just plug it into your computer 
joystick port and experience the real sensation of 
driving! 

• Suitable for all types of driving and flying 
games 

• Uses unique angle-sensitive switches 

• Extra-long connector cable 

• Does not need to be mounted or fixed to a 
surface. 

Model No. FW311 - 

Digital Freewheel For Super NintenW^^riM inc. VAT. 
Model No. FW 411 - 

Digital Freewheel For Sega Megadrive £34.99 inc. VAT. 








SNES VERSi 


SPECTRAV 


‘EGA VERSION 


OM MOST COM >UTER STOCKiSra OR ChLL OURp^ 
ElEPHONE HOTIINE: 0$1-90g 2211 '- 

POSTANat>ACKAANe £3.00 PER ORDER. 

1E|D INDUSTRIAL ESTATE, lERESFORD AVENUE, WEMBLEY, MIDDLESEX HAO 1NW, ENGLAND 
TELEPHONE: 081 900 002 I • FACSIMILE: 081 903 6625. 


...Bringing the best out of computing! 


Super Nintendo & Sega Controllers 
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Nintendo senies 

lawsuit 

The famously active Nintendo Of America (NOA) 
litigation department have kissed and made up 
with United Microelectronics and Unicorn 
Microelectronics Corporation (UMC). NOA had 
alleged that counterfeit Nintendo carts were 
being flogged, something they didn’t really see 
the funny side of. Now the warring parties has 
decided to settle ‘with prejudice’ which means 
that neither can bring take the other back to 
court and with UMC now taking steps to combat 
piracy of Nintendo video games. 


lintendo take 

RISC- 

alofthein 

NEC, Toshiba and Sharp are all to provide RISC 
(Restricted Instruction Set Computing) chips for 
Nintendo’s Project Reality machine. The three 
Japanese mega-corps will provide the 64 bit 
processors that will be at the heart of the next 
generation SNES. Nintendo are expected to get 
through over 8 million of the little devils every 
year as soon as the new machine emerges, 
which shows Ninty’s confidence that Project 
Reality will in fact become just that. 


The SNES is short of good shoot ’em ups, fact. 
Super Nova from long time arcade biggies Taito 
may help change all that by bringing some of 
their best coin op tricks to the SNES. This ‘little 
blaster’ offers 15 different levels to destroy, 
three different modes of play and three different 
endings. It’s even got a quality plot (trans: quite 
ridiculous really) - The Silver Hawk (your ship) 
must fight hyperbacteria, dinosaurs and a 
leviathan battle cruiser in a bid to overthrow the 
Pelsar empire. Now isn’t that just about a perfect 
tag line for a shooter? 


The one thing you can rely on Taito for is 
good artwork. So it looks a little bit like a Led 
Zeppelin cover, but... what’s wrong with that? 

V \ ■ 
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My name Is caDOnS 

The adventures of Elliot Ness and the successful B 


The adventures of Elliot Ness and the successful 
pairing of Connery and Costner made The 
Untouchables one of the big games a few years 
back. Then, Ocean wheeled this multi-style cops 
and shooters game out on the floppy and tape 
based computers. Now they’ve released a 
similar version on the SNES In the States. Using 
Operation Wolf style shoot outs, platform 
leaping and overhead baby carriage section it 
brings Brian 
DePalma’s movie to 
life. Will it see the 
light of day over 
here? Word on the 
street is no. 




Mortal 
kombat - 

game of the year? 



At the annual British software back-slapping 
industry dinner - or InDIn as it’s colloquially 
known - the softies doled out their annual 
software awards. Mortal Kombat picked up 
three awards for best selling 16 bit console 
game, consumer and trade marketing campaign 
of the year. Lemmings won the best-hand-held 
game of the year, while Sensible Soccer 
scooped best selling computer game of the year. 
Virgin nabbed the highly competitive title of 
software publisher of the year. Most Impressive 
and most deserved though was the award of 
magazine of the year. This went to our recently 
launched sister magazine Edge, 
which won despite 
being 
only 
four 
issues 
old. If it 
carries 
on doing 
that well it 
will soon 
be as good 
as Game 
Zone. 


Kirby's 

pinball 

And I quote “Retro ’70s is all the rage — evident 
in fashion, music, television and now, video 
games.’’ Nintendo press release. Or rather, the 
popular NES character Kirby is about to come 
out on the Game Boy in a pinball game; a game 
which originally involved moving a silver sphere 
about a target strewn table in a bid to earn 
points; a game which peaked in popularity in the 
1970’s. How totally fab - as they used to say in 
the 13th Century. 
































Nintendo 

sui pich! 

Thanks to Nintendo’s latest financial report 
we can give you the bottom line on the bottom 
line - cash. 

Sales of Nintendo hardware were up across 
the board last year, in the US and Canada they 
sold 13.3 million SNESs (4.36 million more than 
the previous year) which gives them a total of 42 
million in that continent alone. On the Game Boy 
front they shifted a full 13.3 mllion (up 2.2 million) 
giving them 59 million in the US and Canada. 

Believe it or not the great Ninty also managed 
to sell more NESs! after selling 250,000 last 
year there are now 33.3 million in the North 
American continent. 


stacks Of stat’s 



Sega claim ' Nintendo claim 


Sega and Nintendo’s market research 
department have come to verbal blows of late, 
as both parties suggest different figures about 
16blt console ownership in the USA. Sega claim 
54% of the market for their Mega Drive, while 
Nintendo insist It’s a straight 50/50 split. 
Nintendo’s caution has caused a number of 
observers to assume that Sega are ahead. In 
the end the numbers are too close to call. If 
Nintendo are second placed though you can be 
sure that it will mean they’ll fight to catch up. 
The first sign of this Is the claim from Nintendo 
of America VP Peter Main that in the next 
financial year that NOA expect to sell no fewer 
than 6.7 million Super Nintendos. 


GamesMaster 

Complacent 

“An element of complacency” was one of the 
problems identified by TV boss Jane Hewland in 
GamesMaster, Britain’s first games only TV 
show. As a result the show will undergo a shake 
up prior to the start of the fourth series. 

Recent viewing figures had slipped to 2.8 
million from a peak of some 4 million. One result 
is already visible. GamesMaster has now 
switched back to its traditional Tuesday night 
slot from the unsuccessful Thursdays. 

The weak opening to series three has not 
stopped Channel 4 commissioning a fourth 
series, which will be broadcast in September. 
The current series has suffered largely at the 
hands of YTV’s Bad Influence, which has 
recently stormed ahead in the ratings, possibly 
because it fell ahead of the Thursday night 
GamesMaster slot. The new GM commission 
swiftly followed the announcement that Messrs 
Crane and Berlin had won a similar renewal 
from YTV. 



Mario All star 
Nintendo CA9,99 


Jurassic Park 
Ocean CS4.99 


Aladdin 

Capcom £49.99 


Street Fighter 2 Turbo 
Capcom £59.99 


Super Mario Kart 
Nintendo £39.99 


Flashback 

Sony Imagesoft £49.99 


Nigel Mansell’s World 
Championship 
Nintendo £39.99 


Super Bomberman 
Hudson Soft £44.99 


Mortal Kombat 
Acclaim £59.99 


Cool Spot 
Virgin £44.99 


Starwing 
Nintendo £44.99 




Super Star Wars 
JVC £49.99 


NHLPA Hockey ’93 
Electronic Arts £44.99 


John Madden ’93 
Electronic Arts £44.99 


Pugley’s Scavenger hunt 
Ocean £44.99 


Zombies 
Konami £49.99 
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Genghis Khan eh? What a guy! Well so he wasn’t that nice a bloke but 
he sure knew how to look out for himself when it came to barbarian 
hordes sweeping across the face of the civilised world. Now at long 
last, strategy specialists Koei have translated some of their excellent 
_ PC and Amiga strategy titles to the Super NES, launching three new 
titles Romance III, Genghis Khan II and Nobunaga’s Ambition. These 
map based war games are not for the quick slash ’em down fans, but for those 
who like to consider their slaughter. They all set you the task of conquering kingdoms by 
force of arms and rely on tactical nouse rather than military strength. It balances battle action with 
resource management, arranged marriages and taxing the locals. Genghis Khan II even allows you to 
ally and then betray followers on the field of battle! Sounds fun, but they may well never get a look 
into the rather crowded British scene, so if you’re interested In global medieval warfare - and who 
isn’t? - hassle your local importer to get you a copy. 


curious joystick of tlio month 
(no. 8 in sopios of 15.2) 

SpeedPad 

Now it’s the feel of a pad that makes all the 
difference to us folk here at Game Zone. They 
can have all the fancy functions under the sun, 
but if they’re awkward to hold and use then 
there’s no real point in having them. The thing 
just won’t get used. 

That’s where the SpeedPad scores with its 
understated lines, its graceful looks and it’s 
really rather neat price tag of £12.99 - ’cos as 
well as being ergonomistists we’re also tight 
fisted. Now we could make a gag of this and we 
could make light, but we won’t, and that’s 
because we’re tight. 

More info’s available on 081 -9036625. 



More Siiiy surveys 

Yet more surveys show that parents are 
concerned by the content of and the time spent 
playing games. They are not worried about 
themselves - they probably wouldn’t be able to 
plug a joypad in correctly - but their children. 
The research was conducted on behalf of 
educational computer manufacturers Acorn. 
Their researchers BRMB found that 60% of 
parents were worried that games could be 
harmful to their children and a whopping 76% 
stated their children spent too much time 
playing games. 

Isn’t it about time for a survey of games 
players, sponsored by the games community 
was conducted to get over your views? A survey 
that asked questions about that’s enjoyable 
about games, why you spend the time you do 
playing, why you’ve not become a mass 
murderer yet? 

my bleedin' Heart 

The latest scare to hit the video game scene is 
that children are getting less exercise than they 
ever have. Of course the cause of this is video 
games and TV. The Health Authority and British 
Heart Foundation are both afraid that this will 
lead to heart conditions for the ‘chip set’. 

Nobody bothered to mention that playing in a 
virtual park is the closest you’ll get to safety in 
this scepter’d isle now that the real parks belong 
to junkies and and gun slingers. 


Akido super-bloke Steven Segal is set to star in 
Techmagik’s craftily titled Steven Segal’s: The 
Final Option. Now there’s nothing odd about that 
you may think, what with fighting games being 
popular and all, but it’s the tale of the Hollywood 
hard-hitter’s involvement in the film that Is 
interesting. First off in the film you get to play a 
digitised version of our Steve. So he wanted to 
make sure that it looked the part and was 
convincing - he’d obviously seen Sony’s Last 
Action Hero and didn’t want any of that. So SS 
suggested specific moves that should be used in 
specific situations and gave the producers 
video-tapes of his private training sessions so 
they could get the moves right. And to make 
sure they were even more accurate, he offered 
them the services of, erm, his stunt double. 

Amusingly though he also suggested some 
storyline tweaks along the lines of adding a 
female partner and a kidnap plot to justify 
kicking people’s ribs off. What brilliance! What 
depth of thought, what a cliche. 




Super mario Land 
Nintendo £21.39 


Jurassic Park 
Ocean £27.99 


7 


3 


Super Mario Land 2 
Nintendo £29.99 


0 

I 


Nigel Mansell’s World 
Championship 
Nintendo £24.99 



Super james Pond 
^ Ocean£24.99 


8 

9 

fO 


Nintendo £19.99 


Tazmania 


THQ International £24.99 


Pinball Dreams 
GameTek £24.99 






Chart compiled by Gallup 
©ELSPA 1994 






































LQW LOW PRICES - ALL THE LATEST GAMES & MACHINES - 
SUPER QUICK DELIVERY - NO SILLY MEMBERSHIP FEES REQUIRED 
TO BUY OUR MOST FRIENDLY STAFF ARE WAITING FOR YOUR CALL 


ZAP COMPUTER GAMES 

TECHNO HOUSE-LOW 1J\NE-H0RSF0RTH 

LEEDS LS1S ADF 

MAIL ORDER SIZZUNQLY HOT LME 

0 * 5 - 3*2 5 * 9 * 0 * 0 - 7*7 


ZAP HOURS: 9am-7pm Mon-Fri • 9am-5pm Sat. and Sun. FAX NO: 0532 586523 



MEGAMAIiX 



RABBIT RAMPAGE 



^SUPERJ^S ^ 


I MEGAMAN X. . £54.99 

SECEET OF MANA . £54.99 

SECRET OF MANA BOOK. . £15.00 

BUGS BUNNY RABBET RAMPAGE . £54.99 

EMPIRE STRIKES BACK . £59.99 

CEAYFIGHTERS . £54.99 

TURTLES TOURNAMENT FIGHTERS . £.19.99 

ART OF FIGHTING . £59.99 

BOMBERMAN &> MULTITAP . £59.99 

ROCK ROLL RACING . £49.99 

CHOPLIFTER HI . £49.99 

MARIONS TIME MACHINE . £49.99 

METAL MARINES . £59.99 

LUFIA (RPG) . £54.99 

RHIDICK BOWE BOXING. . £49.99 

TERMINATOR H - ARCADE . £49.99 

ARDY LIGHTFOOT . £49.99 

MR NUTZ (UK) . £44.99 

DESERT FIGHTER . CALL 

LEMMINGS n . £49.99 

EQUINOX . £49.99 

ROMANCE OF THE THREE KINGDOMS ID£54.99 

WINTER OLYMPICS . £49.99 

METAL COMBAT . £49.99 

YOUNG MERLIN. . £49.99 

CLAYMATES . £49.99 

ZOMBIES . £49.99 

FLASHBACK (UK) . £44.99 

MIGHT &> MAGIC U (UK) . £54.99 

JURASSIC PARK (UK) . £54.99 

DENNIS (UK) . £39.99 

RANMA 'A n (UK) . £39.99 

7th SAGA (RPG) . £49.99 

SHADOWRUN (RPG) . £49.99 

SOUL BLAZER (RPG) . £49.99 

PALLADINS QUEST (RPG) . £49.99 

FINAL FANTASY n (RPG) . £49.99 

AERO THE ACROBAT . £34.99 

ACTRAISER U . £34.99 

SUNSET RIDERS . £49.99 

DAFFY DUCK . £34.99 

COOL SPOT . £39.99 

STREET FIGHTER TURBO . £49.99 

MARIO ALL STARS . £49.99 

RIHJKY RODENT . £49.99 

GOOF TROOP . £24.99 

BATTLE CARS . £49.99 

OPERATION LOGIC BOMB . £34.99 

MECAROBOT GOLF . £19.99 

IREM SKINS GOLF . £49.99 

STANLEY CUP HOCKEY. . £49.99 

NHL 94 . £49.99 

BRETT HULL HOCKEY. . £49.99 

NBA SHOWDOWN . £49.99 

NBAJAM . £54.99 

TECMO SUPERBOWL . £44.99 

JOHN MADDEN 94 . £49.99 

MVP FOOTBALL . £49.99 

SUPER HIGH IMPACT . £24.99 

WORI.D SOCCER (STRIKER) . £49.99 

SENSIBLE SOCCER . £49.99 

" TONY MEOLA'S SIDEKICK SOCCER . £49.99 

20/20 BASEBALL . £49.99 

! LOST VIKINGS . £49.99 

j MYSTICAL NBSJA . £49.99 

E.V.0 . £29.99 

j ZELDA m . £39.99 

; SUPER MARIO KART . £39.99 

TRODDLERS . £44.99 

WIZARD OF OZ . £39.99 

SOLDIERS OF FORTUNE . £49.99 

LEGENDS OF THE RING . £49.99 

STRIKE GUNNER . £20.00 

TOYS . £20.00 

TOP GEAR n. . £49.99 


LEGEND OF THE 
MYSTICAL NINJA U 

JAF-call 


Our premises are bulging with games, 
so if you don't see what you want do not 
despair Just call! All Postal orders and credit 
card purchases will be whisked to you the 
same day. All prices subject to change and 
availability. Post and packaging - Games 
£1.50 - Handhelds £5 - Consoles £7.50 



SUPERNES 


MORTAL KOMBAT . 

LAWNMOWER MAN .. 

P.O.T .. 

Tsiran. \r/tivxr'.r.r . 

. £49.99 

. 

MYSTICAL NFSJA D .. 

mtACDN nari.y: n . 

. r.Ar.r. 

R-TYPE m .. 

. CALL 

1 

1 


TETRIS COMBAT. . 

FATAL FURY n . 

. CALL 

TWINBEED . 

KING OF THE MONSTERS D . 

SUPER SOCCER H. . 

ALCAHEST . 

. CALL 

. £25.00 

. CAi.r, 

ROCKMANX . 

LETHAL ENFORCERS . 




ATARIJAGUAR 

UK MACHINE . £200.00 

US MACHINE . £299.00 

RAIDEN . £54.99 

CRESCENT GALAXY . £53.99 

ALIEN VS PREDATOR . CALL 

CHEC KERED FLAG H. . CALL 

XTRA CONTROLLER . £29.99 


^NEO-GEO 

.. 


FATAL FURY SPECIAL . £175.00 

ART OF FIGHTING U . CALL 

SPIN MASTERS . CALL 

SAMURAI SHOWDOWN. . £175.00 


OVER lOO USED CARTRIDGES FROM £50 - CALL 



$ 3-D-O 

3-D-O SYSTEM . 


USA 

...CALL 

P4F. r.nNVF.BTFlt . 


CALL 

'rnTAi. F.r.i.msF. .,. 


CALL 

nuAfMixrs I.Ant _ 


CALL 

ESCAPE FROM MONSTER MANOR . 


STELLA 7 . 


...CAI.L 

njrnwT' tbaf .... 


CALL 

ANnTnF.K wnnr.n . 


CALL 

KATTT.F. CnFXX . 


CALL 

vmF.n Ai.MATSiAr.. .. 


CALL 

I.FMMINfiX . 


CALL 

JOHN MAnnF.N .•i.nn . 


...CA11. 

SNES US CONSOLE . 

. £120+£7.50 P&>P 

f HARDWARE ^ 


NEO GEO CONSOLE . £300+£7.50 P&>P 

NEO GEO USED CONSOLE . £220+£7.50 P&>P 

3-D-O CONSOLE CRASH BURN. . CALL 

ATARI JAGUAR CONSOLE . CJILL 

NEO GEO JOYSTICK . £50+£5.00 P&>P 

NEO GEO MEMORY CARD . £20+£1.50 P&>P 

PATRIOTJOYPAD . £24.99+£1.50 P&>P 

JOYCARD . £17.50+£1.50 P&>P 

ASCii PAD . £22.50+£1.50 P&>P 

MORTAL KOMBAT PAD . £24.99+£1.50 P&>P 

TOP FIGHTERJOYSTICK . £59.99+£5.00 P&>P 

CAPCOMFIGHTING STICK....£€4.99+£5.00 P&>P 

X-EGJOYSTICK . £29.99+£5.00 P&>P 

SMARTCJiRD JOYSTICK . £64.99+£5.00 P&>P 

NEW CONVERTER . £20+£1.50 P&>P 

TRI-STAR (NES TO SNES) CONVERTER . CALL 

SCARTLEAD US SNES . £17.50+£1.50 P&>P 

US JOYPAD . £15.00+£1.50 P&>P 

MULTITAP (UK &> US) . £24.99+£1.50 P&>P 

PAL 1 BOOSTER . £29.99+£1.50 P&>P 



OR £19 50 AND 




the price oft 

OFFER!'.’. EX^ 

ARE.\88TJj| 




ORDER FORM NAME 

Send to this address: 

ZAP ADDRESS 

TECHNO HOUSE - 

LOW LANE, HORSFORTH 

LEEDS LS18 4DF - 


Please rush me the following telephone no. 


ITEM 

PRICE 

POST/P 

TOTAL 


























Please make cheques/PO's GRAND TOTAL 

payable to ZAP 


CUT HERE 


POSTCODE 


Credit card number 


Expiry Date 


□ □ □ 
Cheque Credit Card Postal 
Order 



Switchcards welcome. 

Please quote issue no. for Switch, 


Post and packaging - Games £1.50 - Handhelds £5 - Consoles £7.50 











































































































































































































Despite being a word which strikes terror into all 
ardent pinball fans, tilting could become a major 
element of games play if the JS-306 Power Pad 
works out. This rather odd little joypad can 
replace certain joypad directional moves with 
the tilting of the pad itself. 

Now if like most of the Game Zone Cartridge 
Family you are a chronic tllter of pads when It 
comes to high speed driving and flying games, 
you’ll know just how natural it Is to lean a 
controller into a corner. And even if it doesn’t 
really work, at least we should all have an 
excuse for looking a bit gimpish while leaning in 
during a game of F1 Pole Position. 


orchestral 

manoeuvres 

"“dapk 

December 1993 saw one of the most outrageous 
concerts ever by the Tokyo City Philharmonic 
Orchestra. Sponsored by Nintendo, Enix, Square 
Soft and Hudson Soft 2000 people were 
‘entertained’ by the orchestra’s performance of 
classic game music from Starwing, Legend Of 
Zelda, Dragon Quest V, The Secret Of Mana and 
Wizardry V. 

Now far be it from us to express doubt - these 
tunes were written for stereo consoles and not 
50 piece orchestras - but reports about this odd 
little event used worlds like ‘delight’ and 
‘unique’. If you’re really seriously that sadly into 
your RPGs that you want to listen to this stuff on 
your DIscman then your heart will sing at the 
news that there is now a CD available of said 
concert. Available in Japan that is. Zelda Live 
and Unplugged anyone. 



Crying Freeman Chapter 4: 


The Hostages. 



Running time: 49 mins. 
Manga Video MANV1030. 


Crying Freeman Chapter 4: 
The Hostages. 

Cert 18 £8.99. 


Once again the blubbing contract killer gets 
his kit off and slaughters millions of dead hard 
people with apparent ease. Silly, with 
gratuitous sex and violence, CF gets back on 
form in an everyday tale of rescuing a family 
of Chinatown mobsters from the KO’s (Kidnap 
Organisation) Island base. Pure James Bond. 
Pure silliness. And destined to chart in a big 
way. Freeman fans should check it out - there 
are only two more parts to go before you’ll 
have the complete set! 



The conclusion of the Doomed Megaopolis 
saga, this Tokyo-destructlon epic is a little 
slow to kick off, as the three previous episodes 
are rapidly rushed to a conclusive point so that 
the magical bolt throwing, kit losing action can 
begin. Mildly spectacular, but not mind 
blowing, this final 
episode is an 
effective 
conclusion - but 
the idea’s run its 
natural course now 
so let’s leave 
Tokyo alone shall 
we? 


Doomed Megaopolis 
Chapter 4: The Final 
Challenge. 

Cert 15 £8.99. Running 
time 40 mins. Manga Video 
MANV1031 





EpisiDes Rve and Six 

Man blasts off into space. Man meets alien 
species. We both fight. Mankind gets pushed 
to the point of extinction. We develop 
fearsome set of wonder weapons. Both sides 
agree to universal peace instead. That’s the 
history, now it’s eighty years (further) into the 
future and it’s about to hit the fan again. 

Cue space battles, cue megadeath (not the 
band), cue lots of needless destruction and 
pointless scenes where the heroes undergo 
bonding experiences. Let’s hope it’s a 
success because then the rather nifty Import 
SNES game of the film, a full-bodied shoot 
’em up In the classic mode, will then get an 
official UK release. 


Macross II: Episodes Five and Six. 
Cert 15 £10.99. Running time: 55 
mins. Kiseki Video KIS93003. 







































Visit nintendo's house 

Remember that particularly smart competition 
that Nintendo ran with us a few months back? 
Who’s going to Japan? Who’s going to be the 
lucky peep who gets to see Inside Nintendo’s 
house, gets to see the games they are working 
on for 1995 and beyond? Who’s going to get a 
stop-over in Hong Kong, get to visit Konaml’s 
ultra-flash office building (built out of the latest 
high-tech glass and steel on an artificial island)? 
Who’s going to get to go on the bullet train and 
to scout out the latest games barg’s in Tokyo’s 
famous electronic market? Oh, well it wasn’t 
you was it? 

Unless that Is you’re Gareth Bailey of Cornwall 
that is. Sorry to be so brutal, but we got kind of 
carried away. Don’t worry we’ll be stashing a 
secret camera in his cap badge so Game Zone 
will get the toppest secret shots of the bestest 
Japanese stuff in the world in a couple of 
months time. 



Batman/Rad Racer/ 
Robocop Bandai £11.97 




Teenage Mutant Hero Turtles^ 
Konami £11.97 \ 




Robocop 
Ocean £9.99 


3 _ _ 

4 


Jurassic Park 
Ocean £29.99 


g) 

% 


Bayou Billy 
Konami £12.99 



Lunar Pool 
Nintendo £29.99 


Chart compiled by Gallup 
©ELSPA 1994 





the big boys 

come out 

to play 

Fox and Playmates have both announced their 
Intention to enter the world of Nintendo 
publishing in the next year, following the lead of 
Sony in 1993. 

Fox are is already involved heavily through 
licences of Its movie and TV shows like The 
Simpsons, Alien and Home Alone series - 
although you’d have thought that Macaulay 
Culkin’s cartridge adventures would be enough 
to put anyone off of games forever. Playmates 
rose to fame on another console fave, the 
Teenage Mutant Hero Turtles and now notably 
make all those toy dolls without which any five 
year olds Christmas would not be complete. 

Fox have yet to decide exactly if, how and what 
they’ll produce although they are seriously 
examining the markets and machines. Playmates 
are a little more definite and will debut with a 
Star Trek: The Next Generation Deep Space Nine 
game. And they’ve already hired themselves 
expert producers Novotrade (they produced 
Ecco The Dolphin for Sega) to create the titles. 


Psygies 

cart Show 


Glasshoppep 2? 


One TV series we’ve 


been denied over here 


Psygnosis are coming on strong to the SNES in 
1994 bringing three of their biggest cross-format 
hits out to play. Lemmings 2: The Tribes, Wiz 
and Liz and Puggsy are all currently in 
development and promise great things for Super 
Nintendo players. 

Lemmings 2 revives the ‘save a 
stupid thing’ brand of game play 
back with the addition of stacks of 
themed extra powers to give to the 
little green ones. The aim is to re¬ 
unite the 12 Lost Tribes Of The 
Lemmings, each of which forms a 
particular set of challenges. Wiz 
and Liz is a stupidly fast two player 
collect ’em up and Puggsy brings 
you the delight of a peculiar kind 
of cutesy alien who’s had his 
space ship nicked by 
joyriders. Expect in- 
depth previews 
on these very 
soon indeed. 


It^s about time 
we had Wiz 
(left) on our 
SMBEscreens. 
You sfle his 
no«e is 

enom 0 «ts and 
vm like that. 


SO far has been Kung 
Fu: The Legend 
Continues which tells 
the tale of Kwai Chang 
Cain (David 
Carradine’s old 70’s 
character) and his son 
Peter who has 
become a policeman. 

Just like his dad did in 
the 70’s, Peter Cain 
wanders the world 
being calm and mild 
mannered until the evil 
Tan pushes him to the 
absolute limit and some righteous head-kicking 
is called for. 

Now SunSoft are polishing a game based on 
this self-same TV series which will allow you to 
control both father in son in a battle against evil 
and for the rights of the softly spoken. 


No come on the 
original series was 
SOOOO dull, hardly 
any fighting at all. 


capcom celebrate 

To celebrate a mildly successful year in Japan - 
1.3 million sales of SFII Turbo alone - Capcom 
took pride of place at the Osaka carnival. Their 
float featured a castley thing on which stood ail 
16 world warriors. Gosh. That really must have 
been exciting eh, folks? Think it could even have 
been the real Ken, the real Blanka and the real 
Chun Li. Not blokes in costumes at all. 








































project reality 




m 



Nintendo have a new machine in 
development. Codenamed Project Reality 
it’s the console that’s destined to take 
Nintendo players into the 21 st Century. 
Using the latest chip technology this 64bit 
beast should have a tech’ spec that would 
shame the space shuttle. The only trouble 
is, well how do I put this politely, nobody 
actually seems to believe Nintendo that the 
machine will ever see the light of day. 

The cancellation of the SNES CD-ROM 
system caused a few ripples, he said in a 
manner of casual understatement. Ninty had 
been touting this new ‘add-on’, with sleight 
of hand PR, as a Mega CD beater in an 
attempt to steal Sega’s thunder. Its sudden 
cancellation - albeit for the laudable 
reasons of quality, price and performance - 
left games developers with no machine for 
their projects and games players with no 
obvious upgrade. 

The old adage “once bitten twice shy” 
leaps to mind. Was just coincidence that the 
announcement of PR (a suspicious set of 
initials I’m sure you’ll agree) happened to 
urinate on 3DO’s launch bonfire. Minutes 
after Nintendo Of America’s press 
conference the stock market savaged the 
3DO company’s share price. 

At their Project Reality ‘launch’ Nintendo 
revealed their link up with top-chip 
designers Silicon Graphics, who are to 
develop the PR hardware. And Nintendo are 
going to need all the help they can get if 
they are to hit their own price and 
performance targets. Namely that for $250 
dollars they want build a machine that uses 
a ‘true 64 bit RISC chip’ 
and runs at over 
10OMHz. It has to create 
real-time 3D graphics In 
24 bit colour to be 
displayed to high- 
resolution (HDTV) 
standard. It must also be 
able to kick out 100,000 
polygons per second, all 
of which can be texture 
mapped. And the whole 
thing has to be ready by 
the end of 1995. Hmmm. 

Chinn’ee reck-on. Well, the old wait and see 
is a safe attitude, but if they aren’t joshing... 


A ugust 23, San Francisco. Nintendo 
announce their follow up console to 
the SNES, Project Reality. August 
24th 1993 - January 17th 1994, zip, 
zilch, zero. Not another word. 
January 18th Nintendo’s design ‘partners’ 

Silicon Graphics call a development conference. 
Game Zone are there. More follows. 

Intrigued? You should be? This conference 
was to bring together the UK’s top games 

development teams 
to tell them about 
NInty’s new wonder 
machine. Or that’s 
what it appeared to 

^ be. What actually 

transpired was far 

’ — ' ^ ' ^ better than we could 

have dreamed, 
detailing not only 
'^hat the next wave 
of Nintendo consoles 
will be able to do, but 
how SNES games are 
about to take a great leap forward (although not 
in the communist Chinese sense). Silicon 
Graphics are confident they can supply 


Nintendo’s specified level of computing power. 
Their In-house chip design experts have created 
the silicon necessary to perform all the tricks 
Ninty have demanded by adapting something 
known as their MIPS Multi-media engine. 

Now chips - he said stating the bleedin’ 
obvious - are technically complex - you need 
about 15 degrees In quantum mechanics to even 
begin to understand just how a silicon wafer 
‘processes’ data on a physical level - but SG 
have this experience by the truck load. 

Silicon Graphics Project Reality chips will be 
true 64bit babies. None of this 32blt pumped up 
to take advantage of good internal architecture 
nonsense. This will give Project Reality a real 
advantage in the performance stakes. 


chip shop 


For those of you folk who aren’t to sure of the 
difference, a chip passes data across itself, 
directing and processing it as it goes. Each bit is 
essentially a pathway across which data is 
passed. The more bits there are, the more 
pathways there are across the chip. So an 8bit 
chip has 8 paths, 16bits have 16 and obviously 
64 have 64 routes - all of which can be used 















feature 


project reality 



simultaneously. The more 
information you can pass 
across the chip in one cycle, 
the more the machine will be 
able to do. And the more 
info you’ll be able to throw 
at the graphics chips, the 
more calculations will be 
able to done, and basically 
the more you throw at the 
little bast’ before it starts to 
get horribly confused. Which 
all means more wow factor. 

The other major factor in 
performance is the speed of 
the chip itself. If a 64bit chip 
can pass 64 pieces of 
information across itself 
every cycle, then the number 
of cycles per second the 
chip can churn out 

determines the power of the processor. The SG 
chip is aiming for 100MHz clock speed, which Is 
fast. To give you an idea, the SNES currently 
runs at a maximum speed of 3.58MHz. So the 
difference is akin to comparing the first Daimler 
(top speed approximately 8mph) to a 
Lamborghini Diablo (top speed 200mph), or a 
Sopwith Camel with Concorde. The gulf is 
that great. 

Silicon Graphics can knock up a chip that 
meets these specs, but It’s down to Nintendo to 
use economies of scale and bring the price 
down. And as they’ve already roped in some of 
Japan’s top chip manufacturers (see Nintendo 
Take RISCs In news p.??) so they should have a 
good shout. At the very heart of the Project 


Our old SNES pals the Crash Dummies. Iff only Acclaim 
could squeeze piccies like this out the SNES. 



Reality will be a MIPS Multi-media Engine, which 
boasts the tasty custom processor described 
above to drive It. This is the 64bit MIPS RISC 
microprocessor - MIPS stands for Millions of 
Instructions Per Second; and PR will be able to 
chug along at 100 MIPS. RISC is the acronym for 
Restricted Instruction Set Computing - which 
can really handle itself in a computing fight. But 
there’s more (I don’t believe I’ve just used a 
Jimmy Cricket catchline). 

zool tv 

Alongside the 64bit beast will be a graphics co¬ 
processor which will be charged with 
manipulating all the sprites and screen 

information. And just to 
make sure they don’t feel 
lonely there will also be 
some Application Specific 
Integrated Circuits (ASICs). 

Will all these bits work in 
unison, you may well 
wonder? What proof is there 
that it they can ail be wired 
together? Well, the proof of 
the pudding in this case is 
already sitting on the top of 
^ ^ American TVs. As the MIPS 
Multimedia Engine is already 
undergoing tests as part of 
1^ Warner’s new cable- 

/ games network. 

The work this chip set will 
=i. be able to get through is be 

immense. Polygons are the 
^ building blocks of 3D games 

like Starwing. The junctions 
of these geometric shapes 
providing the reference 
points which computers use 


So what's going to bo 
tho first game on 
Project Reaiity? 

Or in other words, what 
Old Mother 

McNostrodamus told us 
the first game will be - 
and the odds she was 
offering. 

Mario 3D - Evens. 

Well with Super Mario World leading off on 
the Super NES, plumber man seems destined 
to be the hero who will make Project Reality 
sing. Lets just hope it’s a little more visually 
stunning than SMW was. 

Zelda VIII - 4-1 

A stunning 3D adventure, that will take four 
years to complete. Maybe a bit big to be the 
first game out. 

Super Mega Street Fighter IV Turbo Ultra¬ 
fighting - 5-1 

It’s only a matter of time before It happens. 
The fighting game will run and run, getting 
ever more brilliant, ever more stupidly titled. 



Once SG machines were soley used for films like 
Batman. Now they’re being used to design games 
for the SNES and as the base for Project Reality. 


Kirby’s Safari - 100 - 1 

A crap lightgun game where you get to shoot 
Yoshi. It might be a long shot, but one day 
they’ll turn against their own you know. 

Test Drive II - 300 - 1 

It’s been on every other format ever, and few 
that were never actually invented, so why 
should Project Reality escape? And it will be 
dire, as it has been on every other format 
ever, including those which weren’t invented. 

Last Action Hero 11-100 000 000 000 - 1 

No, no, no, no, no, no, no, no, no, no, no, no, 
no, no, no, no, no, no, no, no, no, no, no, no, 
no, no, no, no, no, no, no. 

No, no, no, no, no, no, no, no, no, no, no, 
no, no, no, no. 





















to model shapes and objects in 3D space. On 
the SNES Starwing, with some considerable help 
on the maths side by the FX chip, boasted about 
200 polygons on screen at any one time before 
Mr Slowdown came out to play. Project Reality 
will be able to comfortably handle 100 000. Can 
you imagine how stunning Starwing would look 
with the detail pumped up by 500 per cent? 

Further to these displays of mathematical 
bravado, PR will have enough power left over to 
take the time to run anti-alias texture maps over 
each polygon it draws. Which means in short, 
that a sprite ‘coating’ is wrapped over each 
individual polygon. 

These can be logos or shading, or even marks 
to make the object look worn or battered. This 
effect makes polygon objects look far more life 
like and considerably less boxy, especially as 
the anti-aliasing - a blending technique - blurs 
the edges between the polygons so the joins 
look less like angular divides. 

you won’t believe 
your eyes 

Silicon Graphics are also looking to the future in 
terms of what PR will display its graphics on. 
Basically this super-potent system will be turn 
out piccies too good for your TV. The resolution 
will be compatible with High Definition 
Television, the new standard TV format to be 
Introduced next year. With more pixels per inch 

V Gfl/nEi MDD^aB 1 


this new TV system will be comparable to 
cinema screens both in terms of aspect ratio 
(the screens will be 3 times as wide as the they 
are high) and resolution. The result is a picture 
that’s more pleasing to the eye and gob- 
smackingly crisp. The easiest analogy being if a 
current TV picture was projected onto cinema- 
size screen it would look blocky and pixelated. 
HDTV resolution pictures in comparison would 
be the same picture only captured in ultra-crisp 
Panavision. Project 
Reality will still run on 
ordinary TV’s but... 

So Project Reality I__ 

is happening. The 
techies are confident 
that they can make it 
work and hit the 
specification 
stipulated by the big 
Ninty. And now we’ve 
been summoned to 
another PR briefing, 
this time by the other 
console conspirator, 

Nintendo. We’ll have 
their news on the 
new machine in our 
May issue, d 

All the pictures ® Alias Killer 
Content and Wavefront 8th Anim' 

Gallery. All rights recognised. 
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MANGA VIDEOS NOW STOCKED NEW & SECONDHAND 
PHONE FOR LATEST PRICES 


• SNES • MEGADRIVE • NEO-GEO • HANDHELDS • 8 BIT MACHINES 

• PC ENGINE • mega CD • CDS • 

Mfe are the largesi stockist of second hand games in Britaim At 
present, we haee the foiio¥fing amount of games in stockt 
Over BOO Meoadrive, over BOO SNES, over 50 NEO-GEO^ 

To find out what titles we have in stock, please phone^ 
Once you have chosen your game - we'll reserve it for you - then 
ail you have to do, is send us your unwanted game and we'ii 
dispatch your reserved game immediately by 1st class recorded 

delivery - it couidn 't be easier ! 



TRADE ENQUIRES WELCOME FOR SECONDHAND GAMES 

PHONE FOR DETAILS!!! 


iV£iy5iV£5m£A5£5 

Acnjum II, SECRET MANA, TURTLES TOURNAMENT FIGHTING, MEGAMAN X, 

GOEMANII, R-TTPE III, EQUINOX, ROBOCOP V TERMINATOR, 

SPECIALS 

SniTURBO(m)S35,SUmOMBUMAN(IAP)S37,SUnRFAMILyTSNNIS$39,KENGINESFIieHAMPIONSHIP 

EMTI0N(IAP)Ul 


NEWNEOGEOmEASIS 

SAMURI SHOWDOVfN, 
FATAL FURY SPECIAL, 

SPIN MASTERS, 

ART OF FIGHTING 


Access 

PC ENGINE STREET FIGHTER II 549 SPECIAL 
PRICES ARE CONSTANTLY CHANGING 


.. i 

a NEW TITLES ARRIVE DAILY - PLEASE PHONE 

msMm 


OPEN MONDAY TO SATURDAY 


10AM TO 6PM 
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Wayne's World 




Two shots from Chaos showing early, tentatively 
defensive play erupting savagely into ghastly, 


near-apocalyptic fiery death. And three pictures 
of some crap SNES games. 


games that 


As we stamped Last 
Action Hero into the 
carpet (minus eight 
iast ish, overali score 
fans), a thought 
struck us. If 
pubiishers are so 
harrowingly 
desperate that they 
reiease the most 
detestable waste, 
why not dip into the 
8-bit home computer 
back catalogue and 
convert some really 
rather good games 
actually? With this in 
mind we had Allen 
Smithee compile a 
list of 8-bit games we 
think would make a 
suitable alternative 
to A Platform Game 
With Guns. 


Should Be 




SSl 


Put your left leg in, your left leg out, drop a boulder on 
someone with a seesaw and shake it all about. Etc. 


cliff hanger 


THE GAME: Madly funny and dangerous Wild 
West puzzle game where you have to stop a 
bandit reaching town by standing on a high cliff 
and combining all sorts of unlikely objects in 
order to drop boulders on him; for example, you 
might have to arrange a trarnpoline, a see-saw 
and a mine cart so by ipm^ing divthe see-saw 
you propel the boylefer ^nto the^jjE^lSbuQcing it 


Driving a powerful motorbike at high speed into the trunk 
of a respectably aged tree has never been so much fun. 

off the trampoline so it lands in the runaway 
mine cart while you use the unstable rocket 
pack to reach the handy lever that will drop the 
trapdoor in the ricketty bridge at the critical 
moment (and so on and so on). Get things wrong 
at your peril. 

THE PITCH: Road Runner, the cartoon, with the 
bandit as Road Runner and your cowboy as Wile 
E Coyote. 

THE SNES VERSION: Cliff Hanger, the game, 
with Road Runner and Wile E Coyote. Instead of 
the small, single-location and linear puzzles of 
original, each level takes place on a 
diffeffentjSprawling backdrop which you get to 
view befor'e-examining your trusty Acme 


Last 


Action 


Hero 


f W 1! > 

I ^ ^ 

Harrises TURN 


Warpspeed 
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feature 



Lose concentration as the bonus helicopter flits and dips 
tantalisingiy overhead and slam once more into a tree. 


on the 



thought tor the day 


Why is it that old 8-bit home computer games 
can get it right when the SNES still suffers 
games like Last Action Hero and Cliffhanger? 
Could it be that the primitive hardware of the 8- 
bits forced programmers to write with the 
emphasis on gameplay rather than presentation? 
After ail, the SNES is awash with custom chips 
that take all the hassle out of producing graphics 
and sound. So is this leading to, dare we say it, 
lazy programming? Look at Death Valley Rally. 
Amazing, genuinely cartoon-quality graphics, 
crystal-clear sampled sound, but a game you 
wouldn’t use to clean a sink. And that’s only one 
cart plucked entirely at random from an embarrassingly long list. 

Yes, there are hundreds of terrible, terrible 8-blt games, but (a) they don’t 
cost £50 a pop, and (b) Nintendo isn’t personally overseeing each one to make 
sure they earn the fabulous Seal Of Quality. Hmmm. 


SNES thang 


catalogue to see which items will help, 
combining them as you see fit. Two-player head 
to-head mode, as well. Naturally. 


chaos 


THE QAME; An eight-player fight to the death 
between wizards armed with some truly evil 
magic. Spells have a secondary effect of 
swinging the balance of the game universe 
between chaotic and lawful, so you’re knacked if 
you have all the wrong spells, a-ha ha ha. And 
you can bluff with illusionary monsters. And you 
can’t run away because the walled arena Is a 
single screen. 

THE PITCH: Bomberman, but you take turns 
and it’s more dangerous. 

THE SNES VERSION: Friendly joypad control 
replacing the fiddly key layout of the original, 
and a Mutually Assured Destruction spell which 
takes out everything in a five-square radius if 
you get killed. 



deathchase 


THE GAME: Drive a bike through a forest at very 
high speed and shoot other bikers. New levels 
bring extra trees. An astoundingly simple idea 
begets a release of best ever Speccy gameness 
quality. 

THE PITCH: It’s a 3D game. 

THE SNES VERSION: Incredibly fast 3D without 
extra chips. “Will It be as amazing 
and unlikely as the 



Programmed by two people - one worked it out on paper, 
and the other typed it in. Kind of gets you right there. 

3D In Lawnmower Man, Wolfenstein and 
Spectre, none of which used extra chips either?” 
we hear you cry incredulously. Yes, Deathchase 
too employs talented programmers. 


skool daze/back 
to skool 


THE GAMES: Wholly original and extremely 
funny releases that follow the adventures of 
Molesworthlsh schoolboy Eric, who has to steal 
his school report from the Head’s safe before 
the end of term by bunking off lessons and firing 
water pistols and catapults at everybody. Too 
many lines mean you get expelled, so the idea is 
to get other pupils to take the blame. And you 
get to write on the blackboards. 

THE PITCH: They’ re like, er, well, nothing else 
around really. 

THE SNES VERSION: Eric is replaced by a 
Japanese student who’s polite, conscientious 
and punctual, so nothing happens at all. No, 
hang on. 


mercena 


THE GAME: A 3D vector thang. You’re 
trapped on an alien planet, and within the 
confines of the story background, you can do 
anything at all to escape. Take a job. Attack 


the warring factions. Become (yes!) a mercenary 
for one side or the other and then betray your 
employers. It’s basically an action flight sim, but 
with loads to do on the ground. 

THE PITCH: Elite, but with lots more to do on 
the ground. 

THE SNES VERSION: The warring factions are 
Nintendo and Sega so you can assassinate the 
man who invented Mario. 


head over heels 


THE GAME: A hugely engrossing arcade- 
adventure starring Head (who flies) and Heels 
(who runs). First of ail you have to get Head 
through sixty or so screens to a rendezvous 
point. Then you have to get Heels through sixty 
or so different screens to the rendezvous point 
because they start on opposite sides of a wall. 
Then you join Head and Heels together to play 
the game proper, not forgetting to split them up 
now and again to solve individual problems. The 
last word In isometric 3D games, except, 
tragically, it wasn’t. 

THE PITCH: Solstice, with gameplay. 

THE SNES VERSION: Split -screen two-player 
mode. The original galaxy of worlds to be saved 
is just one of hundreds of thousands in this 
constantly expanding universe, or something. 
Every new galaxy introduces further characters 
who combine at rendezvous points to gain extra 
powers, such as Cannon and Ball (projectile 
weaponry). Fire and Ice (floods). Saline 
Dissolution and Porous Septum (osmosis), etc 
etc. (That’s enough 8-bit games which should be 
on the SNES. Ed) ■ People who tried to write 

isometric games after seeing 
Head Over Heeis should have 
been killed. It's the only fitting 
punishment. 
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cartridge familv 






Q uestion Of The Month: What’s 
your favourite Tarzan fiim? 


'v 



This month the Cart Fam 
has invested in a 50-inch 
projection television. 
While watching an 
adaptation of Ray 
Cooney’s temporal 
paradox smash hit No, 
Vicar - ThaVs My 
Grandmother, it occured 
to them to switch over 
instantly. So they tuned in 
to David Wilkie talking 
about learning to swim, 
which prompted, in a 
roundabout way, this 
month’s question. Take it 
away Cart Fam. 


Patrick McCarthy 


The Partition 

“No. This has gone too far. I was very 
patient, I gave you fair warning, but you 
refused to listen. On your own heads be it. 
Next month I’m telling the joke. Yes I am.” 


1 

■1 










Trenton Wfebb 

The Editor 

“Tarzan and the Leopard Woman, because 
the Leopard People killed their victims by 
scratching them with some nails, whereas 
real leopards disembowel you. Actually.” 


Adam Peters 

The Reviewer 

“I've always been partial to Tarzan and the 
Redistribution of Property Among the 
People. As a matter of fact, I have the only 
surviving print in my private collection.” 


lim Nerris 

The Other Reviewer 

“It has to be Tarzan Finds a Son! because, 
you see, I too have ‘found’ a son. Although 
by more conventional means than rescuing 
him from a crashed aeroplane. No, really.” 





































cartridge family 



game zene 



family 



lim lUckep 

The Other Other 
Reviewer 

“Ooo. The one where he goes to New York, 
I think. Yes. Is it called Tarzan Goes to New 
York? That's the one. Cheetah jumps off 
Brooklyn Bridge. But survives. Phew.” 


Duncan MacDonald 

The Radiator 

“Amusingly enough, I should be called a 
convector, for that is really how I supply 
heat. It is a little-known fact, and one that 
could come in useful during dinner parties.’ 


Jonathan Nash 

The Staff Writer 

“Desert Mystery, with the vile giant spider. 
There’s that villainbloke writhing on the 
web when the spider lunges out of a dark 
cave and gets him. It’s very scary. Crikey.” 


Jon Dillington 

The Art Editor 

“It has to be Tarzan Says ‘Bad Ju-Ju/ He 
says it a lot when he comes across things 
he doesn’t like. Maybe it’s Tarzan Dislikes 
Things. He says ‘bad ju-ju’ a lot, anyway.” 


Simon Kirrano 

The Deputy Editor 

“I love them all, especially those bits where 
they get captured and someone gets tied 
to two trees and pulled apart. Actually, 
that’s quite horrible. I think it scarred me 
for life.” 



































super nes. 




this game. 


Uonathan 


What possible reason would a giant stomach have $or 
conquering the galaxy? All the digestive sacs we know 
are well-balanced, family organs with steady jobs. 

interface and a special file format which ' 
squeezes up to three times the information on a 
standard floppy disk. ' 

Ian McNaughton (chummily): And I’ll be looking 
after this old Spectrum which is running (Loofts) 
a program called The Accountant, I think. 

(Pats Speccy.) 

Fred Harris: And over there’s some sort of PC 
running something or other. 

Jonathan: I’ll be playing R-Type 3. » 

Fred Harris (clicking button of stopwatch): And 
we’re off. The BBC Micro is fairly zipping 
through those accounts. , 

Ian McNaughton (laughing like Eddie Waring): 
And the Speccy’s fallen at the first hurdle. I’ve 
completely forgotten which key you press to 
start the program. 

Jonathan: R-Type 3 Is a shoot ’em up. Observe 
the lack of platforms. See how jumping on 
monsters’ heads fails to enter the equation. Note 
instead the way you shoot or dodge thousands 
of attacking ships while attempting to collect 
power-ups enough to survive. Power-ups, you 
see, are a large part of the R-Type experience. 
This third game gives you the choice of three 
drones, each with a different range of horribly 
excoriating weapons. (But you only get to 


accountancy 


- > 

V 


. ■> 




ue titles: Expensive but not terribly 
convincing animated trip through a 
circuit board, ending up with some 
glowy LED lines spelling out the 
name of the show, and an owl. Cut to 
obvious set. Ian McNaughton Is grinning 
nianlacally at the camera, his eyes flicking 
about, waiting for his cue. 

Ian McNaughton: Hello, and welcome to the 
programme. Today we’ll be looking at a new 
spreadsheet program for the BBC Micro, 
interviewing the operator of a new bulletin board 
for the BBC Micro who tells us how he runs his 
system on a BBC Micro, and, if we’ve got time, a 
^ irundown on some games for the brand-new 
Electron computer. But first - Jonathan. 
*^Jonathan: Hello. Well, we’ve had Super R-Type,* 
which was more or less R-Type 2.5 on the SNES, 
and now Irem have released R-Type 3 - The 
Third Lightning. « 

Ian McNaughton: Thanks, Jonathan. Fred. 

Fred Harris: Thanks, Ian. Hello. As you can see. 
I’m a small businessman trying to sort out my 
accounts. And l*m not having much luck. All 
these Invoices, bills without names attached - 
I’m just hopelessly confused. And the taxman 
will be wanting a complete record of the year. 
What can I do? Take a look at this. It’s a new 
accountancy package for the BBC Micro. 
Jonathan (scampering over): Hold on, I hadn’t 
finished. To its credit, R-Type 3 has dispensed 
with all pleasantries and got right on down to the 
gameplay. Th4 graphics are acceptable - 
greasily organic sprites over slightly jerky 


What dark thoughts possess these Irem designers, eh? 
Perhaps we should burn them at the stake. 


Fred Harris: Well, we’ve ‘input’ the ‘data’, and 
we’re ready to go. I’ll be timing the BBC Micro 
running Account Master 4, the latest version of 
this award-winning software with improved user 




I’m a small 

businessman trying to 
sort out my accounts. 
And I’m not having 
much iuck.” 

backgrounds, with the odd nice effect thrown in 
at finely calculated intervals - and the sound is 
nothing beyond muted, creepy tunes and solidly 
zappish effects. All effort has gone into tuning 
the playability. A lovely surprise, particularly with 
this issue containing reviews of Rainbow Beil 
Adventure and Skyblazer. 

Fred Harris (rubbing his chin and looking 
directly into camera with pantomimically 
condescending eyes): Sounds interesting. Why 
don’t we put it to the test against these other 
accountancy packages? ' 

Jonathan: Oob. 


\ 
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choose at the beginning of the game, and they 
ail appear similarly apocalyptic.) The other new 
thing is a second basic gun - as well as the ‘hold 
down fire to release a huge fireball’ effect 
beloved of R-Type players the world over, 
there’s a ‘hold down fire to release a multi¬ 
directional blast followed by several not quite 
so huge fireballs until your gun overheats 
leaving you with nothing but ordinary shots, 
although with a full complement of power-ups 
these are pretty damn devastating anyway, so 
it’s probably all just a clever psychological 
trick’ thing. 

As before, the variety of opposing forces is so 
great as to make a variety of varied reviews of a 
variety of variety acts printed in Variety seem 
quite similar. In the R-Type tradition these are 
largely appallingly organic, as if you’re taking 
part in Fantastic Voyage, except the defecting 
scientist had a crop of extremely nasty diseases 
he’d foolishly neglected to mention at the 
preliminary medical examination. Even those few 
mechanical adversaries scattered around the 
place are in a state of rusty disrepair. (There’s a 
marvellous moment near the beginning of the 
game when a gigantic but distinctly unhealthy 
robot zooms along before you at high speed, 
firing indiscriminately, before suddenly turning in 
surprise and exploding against the badly-placed 
wall of his own ship.) 

Despite the slightly dodgy graphics (the 
backgrounds scroll ever so jerkily, and the 
' diagonal scrolling isn’t really ‘there’), fine use 
' ^ is made of the SNES’s capabilities. More than 
, one boss monster, or part of a ^vel come to 
that, whirls around and about your ship via 
„^ode 7, and as well as that unexpected 
‘diagonal level there’s one that scrolls 
backwards. And it’s shockingly hard, raining 
snaking laser blasts down on your head in a 
predictably unfriendly manner. 

Shockingly hard, as it happens, is a fine 
description of the game as a whole. But 
shockingly hard in an attractive sort of way. You 
4 know, folks, a lot of unreasonably difficult games 
cl^irh to be Challenges, but R-Type 3 is a 
genuine find. There are only six levels, and 
infinite continues, and occasionally on the later, 
more manic levels there’s a bit of slowdown or 
flicker, and now and again the game sinks to 
tests of memory as monsters and obstacles 
loom up in patterns, but it’s a Challenge, and a 
sensationally fun way to pass a couple of hours. 
— There are very few shoot ’em ups on the SNES, 

, - and fewer still that evoke more than a sickening 


plunging sensation in the stomach. R-Type 3 is 
at the very least third in the top three best such 
games available. Playable and addictive - it’s a 
winning combination. Sort of like Dean Martin 
and Jerry Lewis, except without Dean Martin, or, 
indeed, Jerry Lewis, and good. 

Fred Harris: And there goes the BBC Micro at 
one minute 22 seconds. A clear victory for the 
BBC Micro. 

Ian McNaughton (winking sidelong at the 
camera): And, ho ho, the dear old Speccy has 
finally finished. 

Jonathan: Right, that’s it. (He draws a sword 
and attacks Ian McNaughton.) 

Ian McNaughton: Well, I’m using the BBC Micro 
as a makeshift shield, and it’s performing 
brilliantly. His weighty thrusts just can’t pierce 
the rugged caefng. And his dear old Speccy 


can’t stave off my well-placed blows. 
Jonathan: Aaarghh. (Dies.) 

Fred Harris: And now it’s over to Lesley 
Judd as the really obvious traitor in The 
Adventure Game. ■ 



A swooningly hard section from near the end of the 
game, where the walls warp into monsters. Hilariously. 



Lots of absurdly 
tricky parts. It is, 
on the whole, an 
absurdly tricky 
game. But fun. 
It’s sort of 
absurdly tricky 
fun, actually. 



Fast, action-packed and extremely 
difficult shoot ’em up that eschews 
pages of options and state-of-the- 
art presentation in favour of 
frenetically enjoyable playability. 
Great fun in its own right, but 
particularly refreshing 
after so many (so, 
so very many) 
platform 
games. 

Capital M 

stuff. ■ 


Thanks to Techno House Horsforth for the cart. Call them on 0532 590077 
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Uh oh! An eagle ensign from those despicable nazis. 
Spokesman: No no. That’s an... erm, harmless tapestry of 
a likeable crow. 


■■ 
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Nazi: Aha I am no nazi, Ich bin, er I am a dairy farmer, 
fresh from milking my Friesians. (You fire at him 
indiscriminately). 




The whitewash screen whereby a spurious and 
unbelievable storyline is dreamt up so that there are no 
nazis in the game. Hmm. 


Simon Kirrane should 
have written a review of 
Woifenstein 30, instead 
here is M was a 
pubiisher’s zombie’. 

H ave you ever worked late into the 

night after working all day? Have you 
ever worked so hard to get 
something finished that you find the 
sun coming up unexpectedly? What 
about this one, have you ever fallen asleep on a 
commuter train at eight in the morning and 
scared all the other passengers by snotting all 
over yourself while soundly asleep? 

Well I have and I’m bound to do it ail again 
before I die, well actually I’m bound to do it 
within the next month and at least six times this 


Oh yes he might be strong and tough now but just you 
wait a couple of years for those steroids to take effect, 
he’ll be cabbaged. 

year. This is what working on a games magazine 
is all about, it’s not that you get to play all the 
latest games or that you get offered sexual 
favours by software houses or are perceived by 
a strange child from Boston, Lines to be a 
celebrity. It’s that once a month you stay up all 
night working. 

Now when this happens (usually it’s the 
deadline) you need something to take your mind 
off what’s going on for about fifteen minutes, 
while you wait for your Apple Macintosh to 
reboot or the coffee machine to stop flooding 
the office or for everybody else to wake up. This 
Is where Woifenstein 3D comes in. 

When I first started working very late I came 
across a bloodthirsty little game on the PC - 
Woifenstein. It was a fabulous affair, packed full 
of blood and gore and sampled screams and 
nazis dying. Lovely and the most unlikely game 
to make it onto the Super Nintendo ever. A pity I 


This is one of the bigger bad guys you’ll come across and 
unlike regular level guardians these chaps do scare you, 


This indicates, 
quite cieveriy, 
which 

fioor/level you 
are currentiy 
fighting on. 

Aha a tricky one this. 1 
obviousiy have to write 
at length about, well a 
score box. You see 
there isn’t much to this 
apart from being a 
score. 

This shows 
the number 
of items, 
treasure, 
icons etc that 
you have got. 

One health 
monitor is your 
face which 
gets quite 
bloody as you 
deteriorate. 

This health 
monitor is your, 
erm health 
monitor this 
gives the facts 
in percentages. 

This shows the 
amount of ammunition 
that you have left. 

Collect it from the 
bodies of guards and 
in behind secret walls. 
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thought and then got back to shooting the bad 
guys, who’d spray blood in the air. Sometimes 
I’d die myself... always an eerie occurrence 
where you got a strange fade out that despite its 
being cliched still brought home the Idea of 
mortality. Of course in 
real life you don’t have a 
restart button or less still 
any cheats (unless of 


you’re a member of the 
upper classes, but then 
that’s another matter). 

The magazine I was 
working on started 
getting out of hand and 
pretty soon I was 

working late every month until about two or 
three in the morning and working right through 
the night on the final day. Let’s face it combat 
troops in Vietnam were getting more sleep than I 
was. Times were hard and they were taking their 
toll, the stress of the situation was bringing me 
down and I was suffering. Through ail this all I 
had to help me out was Wolfenstein, I’d sit at my 
desk typing up late reviews, or checking through 
the latest pages and just a few feet away I could 
see the load up screen for Wolfenstein flickering 


away. Pretty soon It got obsessional, I couldn’t 
walk past the PC without sitting down to ‘off’ a 
few nazis. The people I was working with 
became genuinely worried by my actions, the 
state of the magazine didn’t interest me, in fact 
on one occasion I we 
finished the magazine 
at around six in the 
morning and I played 
Wolfenstein for two 
hours before I 
decided to set off for 
home. A terrible state 
of affairs I'm sure 
you’ll agree. It all 
ended with a blazing 
row when I realised late one night that the chap 
who used the PC had taken off Wolfenstein the 
machine, it seems that he didn’t like me playing 
on ‘his’ machine. He didn’t like me playing 
games on his machine! Well fancy that, what a to 
do. I nearly killed him, although I must admit that 
night the magazine went to the printers on time 
for the first time In its life. 


downward slide 


Scrolling around in first 
person perspective 
you get to confront the 
enemy head on, it’s like 
Jane Eyre with 
violence...” 


The blue Lego man strode forward purposefully and 
asked if I had ever considerd the problems of being 
made of so many diverse constituent parts. 
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After this I thought it about time I left the 
magazine and took a little sabbatical. It did me 
good and with the help of a few close friends, a 
holiday in Ireland and some intensive 
counselling I got over it. The whole thing is just a 
dim and distant memory, little by little I started 
to wean myself back into the world of magazine 
publishing and before I knew it I was back on my 
feet and had everything under control. I’m better 


Loon scone item health ahhc 

-2 2700 S Jm Ihl 85 


The thing I can’t work out 
is why none of these 
rooms have roofs. I could 
tell you but it seems my 
game character Is 
wearing a neck brace and 
can’t look up, pity that. 
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wolfenstein 3D 
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fUOR SCARE ITEM HEALTH AMMO 

3-1 400 0.^ 13/. 83 


Th« scf n has gona a ftinny colour bocauao you arc 
dyliig. ¥fhlch la a handicap In any game. 

now and hope that in some small way I can 
serve the community. 

Well that’s how thing were going, until this 
morning. This morning Trenton handed me 
Wolfenstein 3D for the Super Nintendo, I’m sorry 
I don’t feel very well I... think... I’ll... go... home. 
(Simon goes home, looking rather perturbed). 


Simon hai 
building 


left the 


I haven’t really gone home of course, I just didn’t 
like the way the review was going so I decided 
to get on with the job, I can do that you know, 
they’re only words after all. 

Wolfenstein 3D on the SNES, well fancy that. 
One of the most violent games this reviewer has 
played to date and the Walt Disney of video 
games has passed it. Well all right then there 
has been one major change in the game and 


unfortunately along with changing the feel of the 
game it will confuse children the world over 
when they are watching war movies or studying 
history. Hitler’s moustache is missing. 

Super Nintendo Games Commentator: “What 
do you mean Hitler? That’s the Staatmeister, 
who’s running the Master State, that’s not Hitler, 
even though it looks a bit like him and the 
original Wolfenstein was based around nazis. Oh 
no! That’s not Hitler, I mean where’s his 
moustache? Go on answer me that.” 

Well despite this horrible omission and the 
farcical idea that you are not fighting against 
nazis the game still pretty much holds together. 
A thought has just struck me: Why was the 
Saddam Hussein clone allowed to keep his 
moustache in Desert Strike, do Nintendo have 
some form of dictator grading system? And if so 
how would you rate the middle ground dictators 
such as Idl Amin, Papa Doc, Ferdinand Marcos 
and General Pinochet? 

Scrolling around in first person perspective 
you get to confront the enemy head on, it’s like 
Jane Eyre with violence, well not really, some 
people will enjoy Wolfenstein 3D. The addition of 
a mapping system is a great boon and certainly 
helps you to get on in the 
game. As the levels I 

progress you have to start 
playing through each level 
In a certain order, ie run 
left, dash right, fake left, 
sprint right, find secret 
wall, collect gattling, 
amble calmly wherever | 

you like - that sort of 

thing. So that each level Is played a few times 
before completion, which really builds up the 



This Is Prasldsnt Franklin D RoosvsK who fought Httlor, 
funny that, bocauso thors ara no nazis In this gams. 

frustration level. The game designers have 
sussed this as well. There you are, you’ve got 
one percent of health left, you’ve killed 

everything there Is to 
be killed and you are 
limping towards the 
exit point. Suddenly 
out of the corner of 
your eye you sense 
movement. You turn 
around and blast the 
wounded guard into 
the ground wasting all 
your remaining rounds on him. It’s a relief more 
than anything that it is over. You open the exit 


...how would you rate 
middle ground 
dictators such as Idi 
Amin, Papa Doc, 
Ferdinand Marcos and 
General Pinochet? 
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In th« midst of batU# Roland had a vlalon of Mrth trauma. 
That poaky hypnotlat.* Ho thought. 

door and sanctuary, ‘psssurrt’... and then see 
large heavily armed guard in a well pressed 
uniform. Start again. 

The first person perspective is very strange 
and at one point in the game you have to collect 
a key and run away while being pursued by 
stacks of guards. The hairs on my neck were at 
attention and I could almost hear the clatter of 
jackboots closing in, not really an enjoyable 
experience but quite a worthwhile and character 
building one. 

living in a nightmare 

The fear is countered by the fact that when you 
enter a room with guards in it you get an 
American voice shouting “Halt!”. This isn’t the 
guard shouting at you though as they can be 
miles away, It is more the game warning you that 
there are guards in the room. 

Which is a pity because when you don’t know 
you find yourself hugging the walls whenever 
you enter a new room and generally behaving as 
you would if you were really In the situation of 
having to mow down countless fascist guards 
on their own turf. That is, you’d be terrified, 
you’d want the fear to end and you’d walk as 
lightly as Kate Moss on a hunger strike wearing 
a helium filled bomber jacket by Chanel. 

One thing that strikes me as odd about the 

Hmw IIm that graat poat Jan 
Qraabling. You know, war la hall. 


the thing is... 
vioience 


game is its speed, you see it really is rather 
nippy and it was only last year that some tech 
head was telling me that this sort of thing would 
never happen on the SNES without some sort of 
upgrade. Well obviously the tech head I was 
speaking to was some kind of head, just not a 
tech head. The fact remains though that despite 
the extremely fancy programming that has gone 
into the game this is a game where the SNES is 
doing things that it really shouldn’t be doing. 

There are some give aways, such as the size 
and blockiness of the pixels, well the whole 
game’s look really. It isn’t the most attractive of 
games but due to its terrifying aspects it does 
take your mind off this. As for the idea of killing 
people, if you are in any doubts about the 
game’s morality then go and see Schindler’s List 
that should put your mind at rest. The inclusion 
of so many different secret passages and 
different weapons also means that this isn’t the 
type of shoot ’em up that will be over in a 
weekend and though the difficulty level rises at a 
very manageable rate it is extremely challenging. 

If only we didn’t have to run around 
pretending this isn’t about nazis and the like. 
Hmph, hypocrisy what is it good for? Spurn it 
kids, spurn it as you would self deceit. ■ 
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It looks llko Hons, tho friondly csipontor has clumgod 
Jobs thon. It looks llko lYs sgraolng with him though. 




Horrible, terrifying and not much 
fun at all. This is like being one of 
the members of The Dirty Dozen 
and reading the script before 
hand. The graphics are the major 
let down but I was so hooked (and 
still am) that I scarcely 
noticed. Bloody 
good fun for all 

the family, ^ 

except the M 
squeamish m 
or m 
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Speak softly and walk with a big stick. A good excuse to kill really. 
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NBA Jam is one of many 
basketball games 
currently hurtling 
towards your SNES. 
‘Jamming’ is basketball 
slang for playing two- 
against-two and showing 
off. We know that, you 
know that, Adam Raters 
knows that (because 
we’ve just told him). He’s 
still going to make a Joke 
about marmalade though. 


G ames about preserves, that’s what 
we need and lots of them. After NBA 
Jam, how about Robinson’s 
Marmalade, Super Lemon Curd or 
Peanut Butter World. Perhaps we 
could progress to games based on savoury 
condiments: Ketchup Fighter, Chutney Warriors, 
Branston’s IV- The Legend of Pickle, Nigel 
Mansell’s Mustard Championship... It’s no good 
— I can’t think of anything funny. I would 
continue with my list of ‘foodstuffs that might be 



Above: By 
pressing the 
right 

combination of 
buttons you 
activate the 
‘deity mode’. 
Here I’m playing 
as Kali. 


made into games’ but it would get annoying. 
NBA Jam is a basketball game. What a shock. 

I’ve never been much of a fan of basketball. 
You wouldn’t think this if you came to my house 
because there is an LA Lakers poster on the 
wall. It was Included with a box of Golden 
Grahams breakfast cereal and its primary use is 
to cover a patch of wet rot. I’ve avoided the 
sport of dunks and buckets, mainly because I 
see It as a sport beloved of (gulp) Americans, 
and partly because the rules seem blatantly 
stacked against people of below average height. 


bomb the USA 

It’s easy to laugh at Americans (open music 
magazine at a photo of Guns ’n’ Roses). One of 
the many excuses used to pour scorn upon our 
Atlantic cousins Is their attitude towards sport. 
The Yanks shunned perfectly fabulous, fun and 
wholesome sports like football, rugby and, um, 
cricket, claiming that there ‘weren’t enough 
goals’ to satisfy their cultured tastes. Many 
would argue that the true reason was the 
Americans’ refusal to get involved in any sport. 
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The special ‘aimless mode’ has all the players wandering around the court as if on the 
set of a Noel Coward play. “Do you love me Tarquin?” “I do, I do I...” etc. 


political initiative or war that they thought 
another country might stand a chance of 
winning. 

Instead they nurtured some sports of their 
own, complete with scorelines that looked like 
telephone numbers and enough statistics to 
keep most third world countries in census 
results for years. They then refused to tell 
anyone else the rules for fifty years. They 
continue to get away with calling their domestic 
championships ‘the World Series’ — usually by 
virtue of allowing a team from Vancouver, 
Canada, to take part. 

no, don’t, I’ve 
changed my mind 

But hang on just a God darned minute. After a 
brief while playing NBA Jam I sense a softening 
of my attitudes. Basketball, especially in the 
trimmed-down, two-a-side mode on show here, 
has a couple of things going for it that a godlike 
sport, such as football, lacks — continuous end- 
to-end action and an inevitably close scoreline. 


These are the rules of two-a-side basketball. If 
you’ve got the ball you quickly run towards to 
your opponents’ end of the hall (pass the ball 
around if you want to show off) and throw said 
sphere in the direction of the basket until either 
(a) you score or (b) an opponent steals the ball. 
Next, run quickly towards your own basket 
whilst trying to get in the other team’s way as 
much as possible. This way they won’t score. 
Er... and that’s it. 

basket case 

Consequently there’s no strolling around the 
middle of the court. The fact that the teams 
effectively take alternate shots at the basket 
means that, no matter how you play, the game is 
always going to be close. This keeps you 
interested throughout. 

Take Sensible Soccer on the other hand. It’s a 
brilliant game, but what happens when you are 
three goals down with only 20 minutes on the 
clock. It can still be done — your heart vainly 
tries to convince your head, as your thumbs 
resort to practising new and ever more 
adventurous fouls. Such lost causes don’t exist 


In NBA Jam. Far better to go down 4-1 than 78- 
77? The game comes complete with ‘real’ 
players using their proper names — rather than a 
selection of misspelt surnames and friends of 
the programmers. Ardent basketball groupies 
will relish the opportunity to take control of a 
favourite player or team. Personally, I wouldn’t 
know Patrick Ewing from J R Ewing, but I can 
still draw much cheer from the fact that each 
player comes with differing abilities in four skills: 
running, dunking, defending and shooting from 
distance. 

As well as letting you scan through the teams 
to pick a pairing compatible with your own 
preferred style of play and ability (ie the worse 
you are, the stronger your team needs to be) 
these player attributes have added significance 
if you’re playing on your own — you only control 
one of the two basket-masters on your side. 
Although you can use the joypad to force a pass, 
or shot, from your computer controlled team¬ 
mate, you have no sway over that player’s 
movement or defensive play. Once you’ve 
chosen which team to play, you still need to 
decide which player you want to control and 
which you’ll leave to the CPU. Will you take the 


The unbelievable heights reached by 
players in NBA Jam^ should never be 
attemped unless you are: A) 
Commiting suicide B) A Skydiver or C) 
Fred Dibner. 



I think I’d better step in here for a moment. I’m the 
invisible caption writer ‘Wobbling’ Kim Mcshhood. I 
made up this dialogue because I know nothing about 
basketball. Sorry and everyth! g. 


If you’ve been listening to 
‘Wailing’ Joan Mcsqueeky 
and his talk of scoring 
baskets, just watch me 
storm home and covet, sorry 
I meat ‘ditch’, his ass. 


tOC) 
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Right: Not a lot of horror 
buffs know this but Vincent 
Price has made quite a 
career for himself since 
leaving the silver screen and 
taking up basketball. 

Stronger player or are you more confident in 
SNES’s ability than your own? One of the 
players is probably faster and, as a result, will 
get back and defend more than the other. Is that 
going to be your player or the computer’s? 
Choices, choices, choices. 

two’s company 

NBA Jam is obviously not a complex game. You 
have three controls — shoot/block, pass/steal 
and turbo (which adds go-faster stripes to 
whatever you’re doing). You don’t even need to 
aim the ball. It automatically heads In the right 
direction — the clever little thing. There Is a limit 
to the amount of time you can hang onto the ball 
without taking a shot and on how far you can go 
in preventing the other team from scoring. You 
can’t hang around for too long under your own 
basket (unless you can convince the referee you 
are waiting for a bus). When a player scores 
three baskets in a row he gets powered-up in a 
big way. This doesn’t happen very often. 

Apart from that you run back and forth in a 
fast-paced, smoothly animated manner to the 


coftcmnc tips 


REBeunDidG 6? FRSSSinC THE 
TURBO »ni> Si*OOT iUTTOriS RT 


It’s funny, throughout this entire review there’s been no 
mention of Bob Marley. 



Pippin’s basket is deemed a worthy start to the game, ho 
hohohoho. Ah, sorry about that. 

aural accompaniment of sampled US 
commentators (‘ugly shot’, ‘two points’, etc). 
You’ll hit the wrong button a lot. Often you won’t 
realise you have intercepted the ball until after 
you’ve accidentally given it back. You’ll have a 
lot of fast-paced arcadey fun, complete with 
exaggerated animation and a constant flow of 
goals. 

Whilst simplicity is the game’s main strength, 
it is also something of a weakness in one-player 
mode. No one team is that much better than the 
other and, when you beat one, you’ll probably 
beat them all. There are five 
skill levels, five speed levels, 
and it’s always a close game. 
Once I’d got the hang of 
things, I beat ten teams on 
the trot. I simply couldn’t be 
bothered to play the other 
sixteen. It gets quite samey 
over a prolonged period of 
time. 

But hey, who wants to play 
a sport sim on their own? 
Rope in another human (or a dog if you can 
teach It to use the joypad) and a whole new 
universe of fun opens up before you. Choose to 
play against each other — 
human and SNES v human 
and SNES — or, for added 
hilarity, switch to ‘team’ mode 
and join forces to take on a 
wholly computer-controlled 
opponent. 

four’s a 
punch up 

If that sounds like fun, try this. Get hold of a 
Multitap, four joypads and three people -- not 
including yourself. Yep, it’s a four-player game. 
You and a friend against two other humans. 
Visions of a footie kickabout down the park 
spring to mind. 

‘Pass it! Pass it to me. I’m in the clear!’ 

‘No! I’ll knock it in... oops.’ 

‘You stupid &%£*©%!’ 

It’ll all end in tears of course. 

NBA Jam is the most fun that four people can 
have without getting arrested. ■ 




good news for short 
people 


O You can get away with paying half-fare on 
the buses well In to your late 20s. (Don’t 
grow a beard, though.) 


O You can set the washing machine to its 
highest temperature and get everyone else’s 
clothes once they’ve shrunk. 


O You are less likely to be struck by lightning 
- so long as you aren’t a steeplejack. 


O Whilst basketball itself Is a very tallcentric 
sport, you can play NBA Jam no matter how 
short you are. Er... unless you’ve been 
shrunk to microscopic size (like in that film 
Honey I Shrunk The Kids). 

In such a case, you might still be able to 
play the game, but it would involve jumping 
from one joypad button to another whilst 
carrying an object weighing 15,000 times as 
much as you. Tricky. 







Perhaps a little basic for extended 
solo play but, if it's 2000 BPM 
(bounces per minute) manic multi- 
piayer sporting action you’re after, 
this is the place to come. If NBA 
Jam had been around ini962, The 
Beatles would never 
have got around 
to releasing 


records and 
Kennedy 
would still 
be alive. 


March 
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review 


Although this is very worthy and 
sticks to the facts the ‘play’ 
method is a bit repetitive and isn’t 
very rewarding. There is an 
arcadey ‘Time surf’ sequence but 
all in all it doesn’t hit the mark. 
Still it’s more fun than 
any history book 
read. 

except AJP 

Taylors’ The W ~ ~ 

Troubie m 
Makers. m 

March 

£49.99 m 


Mindscape 


mapio's time 


New Orleans is a commercial, industrial city and 
Mississippi river port in Louisiana. Popn c. 500,000. 

Edutainment is a word 
created by fusing two 
other words, iike zonkey 
or liger or funt. Oh 
anyway, here’s Kirron 


machine 


girl”. For 7 year olds upwards the title does have 
a lot of good background information that could 
help in a more detailed study. And let’s face It if 
the kids learn anything at all then this has done a 
good job. 

Eventually I can see some very good and 
worthwhile titles coming out of this range but for 
the time being they are still growing. Also I didn’t 
like the way Mario had to bribe information out 
of people with cups of tea and so on, extortion 
isn’t an option. ■ 


Beethoven’s was the 
music espscially the 


Force in 19th century. 


Simane, Oh 
hahahahahahaha. 

h no, Mario’s here and he’s going to 
teach us history I got a very good O 
Level in History and it’s all flooding 
back: primary, secondary and 
tertiary sources, the Mark Pullen 
Tollund Man. 

I know my history, there’s no stopping me, I 
know how to differentiate between sources, I 
know how to piece together information to give 
me the full picture. In short, this is my kind of 
game/educational toy. 

The idea is to use Mario’s time machine to 
travel around time and 
return objects to famous 
people in history (the 
objects have been stolen 
by Bowser). Therefore the 
game Is giving you what 
purports to be primary 
evidence, actual accounts 
of important historical 
events from those who 
were there. No doubt soon 
we’ll have a CD Rom version of the Zapruda 
Footage with a Mario twist: 

Comentator: “Here we see Kennedy just before 
the first shot, and if we slow this down and zoom 
in on the Grassy Knoll. Wait a minute! What’s 


Joan persuaded Chai 
mission to expel the 


she was on a divine 
>m France. 


that. Or rather who’s that? It looks like a small 
plumber in red dungarees hitching up a rifle, 
quick call the FBI.” 

In effect the edutainment gives you a 
commentary on what happened in history from 
those involved. Of course this isn’t really the 

case. As we all know, 


It’s Mario by Merchant 
and Ivory, any second 
now Helena Bonham- 
Carter’s going to pop 
up and say, “On the 
contrary I’m a most 
fortunate girl”. 99 


Surfing was first developed 
in Hawaii and Australia. 


history is written by 
the winners, if Hitler 
had won WWII, 
history would record 
what a nice guy he 
was, because 
otherwise it wouldn’t 
get printed. So what 
we get Is history that 
has to be interpreted. 

Similarly this game has been written not with 
pure history in mind but historical entertainment. 
It’s Mario by Merchant and Ivory, any second 
now Helena Bonham-Carter’s going to pop up 
and say, “On the contrary I’m a most fortunate 

WWI rose from the Balkan Question, Franco-German rivalry and colonial difference. It 
initiated the USSR and destroyed the empires of Turkey and Austria, 
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There’s a mysterious arcane art to the scoring of goals, 
but I’m damned if I could work out quite what it is. 


t \ 








Skate skate. Slash slash. Bruise. Cut. Bleed. And here 
comes the doctor. Stitch and sew, stitch and sew. 
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So, let’s get this straight. You get a huge gang of psychopaths and you put them 
in plastic body armour and arm them with big sticks. Is that rational behaviour? 


hockey 


They keep complaining 
that Tim Norris doesn’t 
write his own intros. So 
he wrote this one. He 
needn’t have bothered, 
reaiiy. 


w 


When you’re having trouble with your skating, it’s 
possible to use your opponents as a sort of surf board. 


henever a game, book, film, play 
or TV show gets a bad review, 
everyone says ‘Well, it’s easier 
to write bad reviews, isn’t it? No 
one likes to write a good review.’ 
It’s a natural reaction. No one wants to accept 
that their thing, whatever it may be, is actually 
crap. It’s easier to 
believe that the 
reviewer just likes 
to write scathing 
reviews and that 
they would have 
done so no matter 
how good the thing 
had been. I’d like 
to put that little 
m^h to rest once 
and for all, if I may. 

The truth is that there are few things we like 
more than getting hold of a good 
game/book/film /play/TV show and raving 
cheerfully on about it for a few hundred words. It 
lifts the spirit. It brightens the day. It makes us 
feel that life is worth living. 

Thank heavens for EA Sports, then. They have 
managed thoroughly to lift my spirit, to brighten 
my day and to make me think that life is most 
definitely worth living. Not that I didn’t think so 



before, you must understand, but thanks to NHL 
Hockey '94 there’s a springier spring in my 
stride, a brighter twinkle in my eye and a 
cheerier song in my heart. 

NHL Hockey '94 was, until very recently, only 
available to Mega Drive owners. It’s the sequel 
to NHLPA Hockey '93 (they lost the ‘PA’ when 
she went to work for a rival game - apparently 
there was some sort of falling out over her 
having to make the tea), which in turn was the 
sequel to NHLPA Hockey. Next year there’ll 
probably be NHL Hockey '95 and the whole 
thing might well continue long into the next 
century, although further truncations of the 
name could prove disastrous. Who, after all, 
would ever buy a game called N Hock 20011 

Ice hockey Isn’t a particularly well-known 
sport in the UK. It’s staggeringly popular 
throughout the rest of the Northern Hemisphere, 

but for some 
reason we’ve never 
really embraced it. 
As far as we’re 
concerned, the 
rules are largely 
incomprehensible, 
the players’ names 
are largely 
unpronounceable 
(the really famous 
ones are all either French Canadians or 
Russians), and the violence is thoroughly 
unconscionable. But it doesn’t matter. You don’t 
have to know the first thing about ice hockey to 
enjoy NHL '94 - it’s instantly accessible and 
thoroughly playable for enthusiasts and novices 
alike. 

You play the part of Vinnie ‘The Knees’ 
Mancini, former Mob hit man and cured meat 
salesman, on his quest to become the new 
Pope. No, that’s not right. I don’t know why I 
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l.love.a.partti. 


Curi'«rTit: 73 dlb 

Pe^k S2 db 


More options than you can shake a zircon-encrusted 
stick at. if you should happen to be keen to see game 
statistics, change your line up, quit the game, find out 
what time it is in Buenos Aires, check details of 
flights to Brussels or find a recipe for salmon mousse 
then this is the screen you should call up. If you leave 
it too long it’ll show you highlights of another game 
entirely, by far the most entertaining option is the 


instant replay which allows you to see exactly how the 
computer managed to get that goal past you while you 
weren’t looking. It’s got all the usual replay options like 
fast forward and rewind and... Look, it’s an action replay 
and it does what you’d expect it to. I didn’t ask for this 
huge great box, they just gave it to me and demanded 
that I fill it. I’d rather be at home playing with the baby. 


said that - it’s just a habit, I think. I’m in such a 
jolly mood, my typing fingers have taken off on 
their own. 

say, this is sii... 

I’m sorry, where was I? Ah yes, hockey. Think of 
it like football on a really slippery surface. Then 
imagine that the body check has been elevated 
to a high speed violent art form. Then imagine 
that you were having a really good time. That’s 
NHL Hockey ’94. 

If you’re a fan of ice hockey there’s plenty in 
there to keep you entertained for years. They’ve 
got the full NHL and NHLPA (players’ 
association) licences, so all the North American 
teams and their ’94 player rosters are in there. 
The good teams play better than the bad ones 

and individual 


players’ skills 
are reflected 
in their 

performances. 
There are 
pictures of 
most of them, 
too. Sadly, I 
only 

recognized 
Wayne 

Gretsky, and then only because I’d seen him in a 
Wayne’s World sketch on Saturday Night Live. 
Tch, eh? 

Most of the key rules seem to be represented 
as well, although if you want to keep the game 
moving a bit more smoothly you can switch off 
most of the more tiresome ones (off-sides get 
particularly annoying after a while). You can play 
a tactical game - switching rosters and playing 
line-ups at will - or you can ignore all that stuff 
and just charge merrily around the ice, knocking 


...with a certain atmosphere. Good old Russ Abbott, eh? Om 
more thoroughly inexplicable little extras is a crowd noise U 
meter. It measures how much noise the crowd is making. Bi 
No one was able adequately to explain to me why I was supi 
to care how loud they were, most especially not since I’d sv 
the sound off and was listening to something edifying on th( 
to avoid having to listen to the genuine sports stadium orgai 
music. Still, I expect it’s important to someone. Perhaps the 
plans for a game to be released later in the year entitled 
‘Environmental Health Officer’, where you have to respond t 
in the middle of the night from irate householders complain 
about the noise from the party in the house next door. 
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people about and trying to get a very small puck 
into a very well defended goal. 

In fact the only serious criticism I have of the 
game is that it’s so damned difficult to score. 

I’ve been playing for ages now and I still only 
score by accident -- I lose most games by at 
least five or six goals. 

It really gets going, as most sports games do, 
in two player mode. Nothing can beat switching 
the goalies to manual and slugging it out on the 
ice with your mates. Squabbles in the GZ office 
are traditionally settled either by a couple of 
rounds of Rock W’ Roll Racers or by a fish 
slapping fight. But now 


that we’ve got NHL ’94,1 
strongly suspect that 
complaints to the ed 
about his staff fighting 
with haddock in the car 
park are going to be a 
thing of the past. We’re 
going to sort out our 
differences over three, 
ten minute periods of ice 
hockey and the John 
Dory are going to be 
saved for tea. 


starring Wayne 
Bretsk 


Very few people know that LA Kings star, 
Wayne Gretsky, is an accomplished poet and 
has had three collections of his poems 
published. His most poignant work, a lengthy 
piece entitled Pinnacle, was recently the 
subject of a South Bank Show special. Melvin 
Bragg said. This is thoroughly 
Incomprehensible, but probably very clever. 
Have you seen my colouring book?’ 


2 Bri^n Leetch 
Def efisG 

5TRBk&THS (mEfiHLL FlftTlflC 

flCILITY 7fi 

> PflSSIIlC 
\ EfteURftnCE 


Team rosters, eh? Where would we be without them? 
Everything you ever wanted to know about just about 
every player in the NHL but were afraid (lest you be 
bored to death) to ask. Apparently, the Americans 
think that statistics are the most important part of a 


my love is like 

I love this game. The way you have to allow for 
the fact that you’re playing on ice adds a new 
dimension to the traditional ‘running up the pitch 
with a ball’-type games. Your players can’t stop 
on a sixpence which starts out annoying and 
ends up fun. There are a few little tricks to learn 
(the most fun one Is the ‘one time’ shot where 
the receiver of a pass takes a shot without 

pausing to control the 
puck). There are plenty 
of competitions to 
play in (full seasons, 
play-offs, one-off 
games) and plenty of 
teams and players to 
play them. It can be 
fast and simple, or not- 
quite-so-fast and 
absorbingly complex. 

I love reviewing 
good games. I love the 
way they make me 


■ 






game. Indeed there are many Americans who have 
never actually watched a sporting event but claim to 
be fans on the basis that they’ve memorised the 
statistics of every game ever played. This makes them 
appallingly tedious at parties. 


smile. I love the way they restore my faith in an 
increasingly cynical industry. And I especially 
love the way they taste when you chop them up 
into little pieces and saute them in butter with a 
little garlic and a pinch of sage. Bad games just 
don’t taste the same. 

You play the part of 
Vinnie <The Knees’ 
Mancini, former Mob 
hit man and cured 
meat salesman... ” 
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out Miani Arev^a. 
Tooigtit’s NatiofMfcl 
Hocicev Ljeaoue game 
featujres tne 
Buffalo Sabres aT%d 


1 


CESnTRESHBS^^B^HIHi 


vr 




*4 


This particular scene was choreographed by Busby 
Berkley for his 1933 film, Big Biokes With Sticks On Ice. 
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V — Switch Xearns 


Aaaarggghhhhh. More stats. Somewhere there are some 
stats on how many times you’ve looked at the stats. 
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If you’re naughty you’re slapped firmly on the back of the 
knees and made to sit in the comer for two minutes. 



Icing is where you take a paste made from sugar and egg 
white and spread it liberally on selected team members. 


So hello and welcome to Home Shopping For Hockey 
Players. Just check out the stats of the meathead of your 
choice and then dial that number. Remember that’s 0800 
400 THUGS, that’s 0800 400 THUGS... 






It’s violence on ice with a goal 
scoring team game thrown in to 
make it more sociaiiy acceptable. 
If you’re alive you’ii enjoy piaying 
it. If you’re dead you’ll probably 
still enjoy it. I know I did, ah but 
I’m not dead so my 
argument crashes 
to the ground. 

Still It’s very 
good, that’s ~ 

what I’m M 
getting at. ■ 


Now 

£TBA 
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American Foot b all, K’a not 


John Madden tells the tale of the shortest football pitch 
he ever set eyes on - and the fans went wild. 


The NFL - No Fun League? Not For Long? Nearly Fell 
Lengthways? Not Funny, Literally? Neo Funk Laughter? 





like aoccer. They uae a 
rugby ball, and everyone 
dancee. Tim Tbckergete 
In on the CKStlon. 






lease don’t 
turn the page. 
Please don’t 
glance briefly 
at the title 

and screen shots, think 
“Oh it’s an American 
Football game”, check 
the score and flick on to 
the next platformer or 
shoot ’em up. I ask this, 
not for my own benefit (although It does take a 
while to write these reviews you know, what with 
playing the game thoroughly, doing the screen 
shots and constructing the review), but for 
yours. If you skip this review, it may never be 
brought to your attention that you’re missing one 


The whirling, twirling mode 7 scroiling that you get on instant repiays is a joy to behold. 
Well it’s as enjoyable as you’ll get this side of 1995. 


of the best games on 
the SNES. Your life will 
be empty of an 
experience that would 
altered the course 
of your existence, 

" St =ir tri & T radically changed your 

perspective and 
brought a drop more of 
that elusive substance “happiness” Into your life. 
Read it and you should (if I’m doing my job right) 
be tempted to rush down to your local SNES 
dealers, hand over the required renumeration 
and proclaim in a strong and steady voice, “I 
would like to purchase a copy of Madden NFL 
’94 for the SNES please”. You will then be able 
to walk out of the shop with a smile in your head, 
a whistle in your pocket and a jaunty saunter in 
your step. So read on. 

feeling hut hut hut 

The game has been a huge success on the Mega 
Drive for four years now (It’s not absent from 
many people’s list of top ten games for the 
system), but this doesn’t guarantee an 

equivalent result on the 
SNES. In fact, a 
previous attempt to 
convert it resulted in 
much disappointment, 
mainly because of the 
clumsy pace and the 
rather blocky, 
indistinguishable 
graphics. The best 
news is that this SNES 
conversion hasn’t just 
captured the elusive 
feel of its Mega Drive 
counterpart, it has 
actually Improved on it 
in some respects, and 
it’s about time I told 
you why. 

For a start you’ve got 
a healthy looking 
playbook, with 72 plays 
on Offense and, er, a 
similar number on 



At the point that I took this screen-shot I fainted and the 
mouse feil out of my hand. I don’t know what’s going on. 



Number 34 for the Biiis - Thurman Thomas, I think you’li 
find, one of the finest aii-round backs in the league. 



It’s frightening, if slightly embarrassing, how much I know 
about American Footbaii. For instance, did you know... 
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Have you ever heard John Madden commentate? He’s 
always wittering about utterly pointless things, it’s true. 

Defense (sorry, if f tried to count them I would 
have been slapped with a 5 yard penalty for 
delaying the game). These have all been 
designed by Mr Madden himself, so you get 
nothing but genuinely useful plays. The play 
selection screen is a dream to use; first you 
choose your formation (Far/Near, Pro Set, 
Shotgun and the like) and then you pick a 
running or passing play from the scrolling list. 

The diagrams are clearly marked, making It 
easy to see what’s going on, and there’s a useful 
colour coding between running and passing 
plays. If you’re playing a two player game, 
there’s very little chance of your opponent 
determining what you’re up to, but if you’re 
really paranoid there’s a crafty little Bluff mode 
which ensures that he won’t have a clue what 
your next move is going to be. If it looks like he’s 
sussed you when you line up for the play, just 
call an audible from a choice of three user- 


A classic NFC clash of the titans between the Washington 
Redskins and the New York Giants. 


Well, it’s the coin toss isn’t it? Hundreds of opportunities 
for innuendo. Well, one. But how funny it is. 


definable plays. But where Madden starts to 
show its true colours is on the pitch Itself. You 
always handle the ball carrier on Offense, 
snapping the ball as the Centre into the hands of 
the Quaterback and either handing it off to your 
Running Back, lobbing it to an eager Receiver or 
having a go at a bit of a scramble yourself. 

Running is just a matter of directing the player 
with the D-Pad and utilising the buttons to spin 
out of tackles, “Umph” through a crowd of meat 


So who’s going to win the Super Bowl this year then? Oh, 
you’li aiready know by the time you read this. Dallas? 





Playing in the snow creates all sorts of problems, not 
least of which is trying to spot your opponent. 



The presentation is iovely - you’il believe you’re at the 
Super Bowl. In fact, you’ll believe a man can fly. 


let's have a leak at the eld scerehoard 

All right here’s what you see at the top of the screen, from left to right: the down (1 st), the required 
yardage (10), quarter (1st), time remaining (14.66) and play clock (34). Everything you need to know 
at your fingertips. Hey look at those cheerleaders. Wahey! Phwooooooooaaar (etc). 


fjdK SCOUTING 
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This is where your opponent in a two-player game gets to 
whinge about the fact that his quarterback is no good. 



Two Giants players charge towards each other in a rituai 
that goes back centuries. The ball floats nearby, oddly. 

























































super nes 


A 







All the way to the Super Bowl. I tried to get the Dolphins 
to the Big Show, but I couldn’t manage it. 

heads or dive for the extra couple of yards. The 
passing area is where many games fall short, but 
Madden has the whole thing sussed by using 
passing windows. These are three boxes at the 
top of the screen which show each of your 
eligible receivers, 
making it a breeze to 
determine which of 
them is free of 
coverage and most 
likely to get the catch, 
whilst still allowing 
you to see whether 
your quarterback’s 
just about to get 
slammed to the turf by 
a marauding defensive 
line. Defense is just as 
intuitive; after 
choosing your 
counter-play you 
decide who you want 
to control, and when 
the play’s in 
progression simply 
switch to the guy 
nearest the ball carrier. 

The entire control system sits so nicely under 
your fingers that you’re just left to get on with 
out-thinking your opponent and struggling for 
those desperately needed yards. If Madden NFL 

Did you know that the most touchdowns in a post season 
game is 5, by Ricky Watters, San Francisco? 


‘94 were to stop here it would make it to the 
playoffs, but what takes It all the way to the 
Super Bowl is the incredible amount of bonus 
detail. You’ve got all the rules and Special Team 
plays, a league system, from the regular season 
to the Super Bowl, full statistics for the team and 
individual players, all 
the NFL teams 
tailored to resemble 
their real-life 
counterparts, the 
most comprehensive 
replay options, 
including fabulous 
use of Mode 7 to 
view the action from 
any angle and from 
any player’s point of 
view. 

There’s also the 
threat of injury to 
your players to 
contend with and 
even a half-time 
show to skip over in 
your haste to get on 
with the action. 
There’s no NFLPA 
licence, which means that players are un¬ 
identified, but they’re there in all but name as 
their shirt numbers and statistics relate directly 
to the real geezers. The only minor fault is that 
the speed of the sprites (noticeably faster than 



Yes I know, you’re thinking that it all looks really complicated, 
but it’s not, alright? Picking plays is a doddle. Honestly. 





If you skip 
this review, it 
may never be 
brought to 
your attention 
that you’re 
missing one 
of the best 
games on the 


SNES. ” 



the Mega Drive version) lessens the discrepancy 
between the individual players - Barry Sanders 
isn’t that much quicker than Mark Higgs, and he 
should be. 

But don’t let anything put you off, this Is a fine 
game, easily the best American Footie game on 
the SNES (only Tecmo Super Bowl comes 
close), and perhaps even the best sports sim on 
the system. The league improves the one-player 
option no end, but it scores even higher in two- 
player mode, where the human element adds so 
much to the action. 

Even better, up to five people (count ’em) can 
get in on the action as either team mates or 
opponents with the help of a Super Multitap, so 
you can get al your mates round, crack open the 
fridge and enjoy a full-out American Football 
test. Buy this now, and make the off-season less 
of a drag in future. Isn’t It about time you started 
to get to grips with this game? ■ 



The Dolphins on holiday. They never relax this lot, but 
they are like one big happy family. 



Madden is packed with every 
detail of American Football, from 
the coin-toss to obscure illegal 
motion penalties, but it still leaves 
you to get on with the serious 
business of enjoying yourself. 
Superb for one player, 
even better for 
two, this is 

worth every ^ 

single 

penny. Don’t M i 
miss it. ■ I 
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poppy twinstep 

Our heroes, Twinbee, Winbee and Gwinbee are, of 
course, the pilots of these exceptionally charming 
craft rather than the ships themselves. From the 
biographies that pop up during the intro, we can see 
that Twinbee (aged 13) punches things and Winbee 
(also 13) uses a whip. Even the one-year-old Gwinbee 
shoots monsters. A far cry from our own one-year- 
olds, mewling and failing to control their sphincters. 
Little wonder the Japanese lead the world, eh? And 
like 13-year-old girls with whips, or something. 


Jonathan 
Nash is 
writing 
about the 
game 
itseif and 
inoiuding 
very few 
stage directions. Lawks. 

L et us eavesdrop on the very beginnings 
of Rainbow Bell Adventures. Come with 
us now to a top secret office in Konami 
HQ. It is a Thursday afternoon, and 
things have been a bit slow all week. 
Top Designer: Come on, we must be able to 
think of something. 

Assistant Designen How about Zombies Ate 
My Neighbours^ 

Top Designen No, we’ve done that one. 
Assistant Designen Oh yes. How about a 
Street Fighter 2 sequel? 

Top designer: How did you know that our A- 
Team was doing a Street Fighter 2 sequel? You 
have transgressed the unwritten law. (She 
shoots the Assistant Designer.) 

Lowiier Assistant Designen No, hang on, 
don’t Capcom do Street Fighter 2? 

Top Designen Tch, blimey. Ah well. (A 
repiacement Assistant Designer is iowered from 
a hoie in the ceiiing.) 

Repiacement Assistant Designen How about 
a fast-scrolling platfomn game where you can 
either rush through a level in the quickest time, 
or else collect loads of bells? And there are 
some monsters. Let’s do it with the characters 
from Poppy Twinbee. 

Top Designen Okay. 

Lowiier Assistant Designen At last, the SNES 
has its own Sonic the Hedgehog. 

Even Less important Designen As well as 
Bubsy the Bobcat, obviously. 

continuing reievance 

Yes, Rainbow Bell Adventures is Sonic the 
Hedgehog With the Characters From Poppy 
Twinbee. You run around some extremely fast- 
scrolling levels and try to find an exit before the 
qualifying time elapses. On the other hand you 
can choose to investigate every nook and 
cranny, earning bells by jumping on monsters’ 
heads and using your punch and/or jumpish 
flying sort of powers to knock down walls. As 
long as you’ve got at least one bell you won’t 
lose a life when you get hit, and if you’re quick 





Let us speculate as to why someone would take a picture 
of this. Perhaps they like bells. Yes. Here is a bell. 

enough you can collect the bells as they’re 
knocked from your grasp. 

Actually, maybe Konami don’t know Rainbow 
Bell Adventures is Sonic the Hedgehog With the 
Characters From Poppy Twinbee. Perchance 
some unscrupulous outside source exploited the 
legendary and endearing naivety and all-round 
loveliness of our fave software publisher, selling 
them the design as an original idea in much the 
same way mysterious screenplay author E 
Ramsey Splendid ‘introduced’ John Sturges to 
Seven Samurai, Sergio Leone to Yojimbo and 
David Lean to National Lampoon’s Animal 
House. Mayhap Konami do not realise that, like 
Sonic, Rainbow Bell Adventures is a sweeping 
and empty game with lots of running back and 
forth in an excited manner but a marked lack of 
doing very much. But, hist, we are getting ahead 
of ourselves. 

tightly written part 

Right, from the minimal documentation provdied 
by Konami (a white slip of paper bearing the 
legend ‘Compliments of Konami,’ supplementary 
detail fans), this is what I think is happening in 
Rainbow Bell Adventures. Some villain has made 
off with the Rainbow Bell, which keeps the 
peace in the universe by ringing a lot. Twinbee, 
Winbee and Gwinbee leap into their hugely cute 
spaceships and do good things. There are lots 
of levels and bosses and plenty of other things 
found in platform games, like platforms and lots 
of levels and bosses and plenty of other things. 
And you can jump on the monsters’ heads. 
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Tricky blighter, Johnny Pipe. They whisk you off in the 
wrong direction and are one way only. Rascals. 


Playing the game is like viewing Mondrian - 
it’s colourful, lots of people like it, and it’s 
completely incomprehensible. Much of my time 
with Rainbow Bell Adventures was spent saying, 
“What?” as in “I seem to be able to rocket up to 
9,999 kilometres above the planet’s surface for 
no apparent reason. What?” and “I appear to 
have successfully and tortuously manoeuvred 




How did you know our 
A-Team was doing a 
SF2 sequei? You have 
transgressed the 
unwritten iaw. 99 


myself on to this platform only to stumble off the 
edge thanks to the unwelcome inertia. What?” 
and, of course, “I seem to be zooming along In a 
more or less random fashion to the 
accompaniment of peculiar, sampled Japanese 
voices. What?”. 

The two-player mode, however, went beyond 
this simple expression of good-natured 
mystification and prompted shrieks of 
“Whaaat?” which is a sort of comic speech 

balloon convention that spins into the 
territory of logically suspect but 
long-defeated criminals never 
having officially been buried or 
those revelatory transmissions 
being traced to your own 
department. The players are on 



a single screen, you see, and since you both can 
similarly hold down the jump button to perform a 
landscape-spanning ricochetting flight it’s very 
easy for one or the other to lag behind and 
vanish off the screen. At this point the ‘missing’ 
player gets a little flag that vaguely points in 
their direction, prompting all sort of shouting and 
wild manoeuvring action to 
get back on screen by 
exercising the old 
memory to follow the 
map. Except it doesn’t, 

I because by pressing a 
button you appear in the 
centre of the screen with 
no evident ill-effects. Now 
since the screen seems to 
follow the player who’s moving 
(or something equally arbitrary), it’s oh-so- 
simple for one player’s groundbreaking 
explorations to be destroyed by the second’s 
falling off a platform and plummetting to the 
bottom of the level. This leads either to one 
player leaving well alone and letting the other 
get past the obstacles, pressing their magic 
button to leap back on the screen at the critical 
moment and snaffle all the prizes, or else both 
players laying down their joypads and 
conducting a fierce war of nerves to see who 
breaks and returns to the game first. 

Lucky there’s a split-screen battle mode, eh? 



conflagration 



Jonathan hunkered down in his seat. However was he 
going to make the simple descriptive sentence "By 
holding down the appropriate button you can build up 
energy and fire a gigantic fireball, such as those 
illustrated, or fly into the air on wings of flame like a 
mouse whose wings are on fire" fill such an Olympic¬ 
sized box? It was a Herculean task. Musing lightly on 
the chance goddish pun, he steeled his nerve and ate 
some crisps. There was no alternative. He’d just have 
to relate the tiresomely straightforward information 
previously mooted. So he did, and finished his jigsaw. 



reasoned summary 

Rainbow Bell Adventures is not a good game, 
especially considering the talents of Konami. 

Like its embarrassingly close relative Sonicj it’s 
visually and aurally impressive, and volant to the 
nth degree, but has little gameplay beyond being 
volant to the nth 
degree for the hell of it. 

And I trust you will 
take that as a genuine 
criticism, for we have 
all abandoned this 
petty, mean-spirited 
inter-camp rivalry to 
discussions about 
films and favourite 
authors where it jolly 
well belongs. ■ 


At the risk of repeating that final 
paragraph, negating the whole 
final verdict box concept and 
bringing about the downfall of 
western civilisation or something, 
this is a terribly pretty platform 
game with large 
amounts of 
nothing very 
interesting in 
it. Top marks 
for celerity 
though. 
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The monsters aren’t much cop either. Greenbloke even 
sets fire to his prosthetic arm before jumping at you. 


unless anylKKly else so 


desires...” murmured 


Trenton W^bb, glancing 


around the office. A stony 


silence ensued. 


Proof positive that the Aerobic Work-out was invented by 
ancient Aztecs civilisation. 


Nobody believed it wouid last, but Tristan and Elizabeth 
knew that love would conquer their differences. 


Our hero struggles on, oblivious to the threat posed by 
the distant Mount Notdormantformuchlonger. 


S O this is Run 
Saber (sic). 
Tm sorry, 
but Saber 
isn’t even 

an acceptable spelling 
in American. If they 
Insist on making PAL 
carts for British 
machines, surely we 
can insist on some decent English? John Patten 
would turn in his grave - were it not for the fact 
that he is still, quite stubbornly and without 
reason, alive. Henceforth it shall be known as 
Run Sabre, huzzah. 


In the distance, a small figure can be seen 
jumping and waving on a mountain top. 

At first, things look rather promising. Press 
START and you are given the choice of playing 
Allen the Thunder Sabre or Sheena the Ice 
Sabre, though you’ll soon discover for yourself 
that there’s absolutely no difference between the 
two of them. Experience tells you that you 
should always choose the default character, 
usually the most well-balanced and well- 
rounded. Nevertheless you opt for the female 
character: either because you’re quite right-on 
and know that a woman can do the job just as 
well as a man, or because you’re not right-on at 
all and want to see if they’ve given her a 
provocatively slinky costume. It saddens me, it 
really does. 

The man on the mountain throws up his arms in 
a gesture of despair. 

Jaunt cutlass 


Next (unless you’ve already been prudent 
enough to study the manual) you find that your 


As the corrupted globe of Terra shrank to a distant spot, 
Jameson held his family close. Thank God it was over. 

character is capable of all sorts of nifty moves 
and special attacks. A dab hand with the blade, 
you master the spinning jump and the power 
kick. With relative ease you hack into everything 
that walks, crawls or flies onto the screen, laying 
waste to hordes of peculiarly mutated beasties. 

The truly interesting bit is that your character 
can cling to walls and hang from ceilings, 
making the most of the multi-directional 
scrolling. The swordplay never stops, even when 
somersaulting onto platforms from below in a 
fashion reminiscent of Hong Kong martial arts 
movies. Unfortunately, the potential for this is 
completely wasted: there are no big secret 
areas, no levels that take advantage of such 
agility, and after a few goes at the game you’ll 
be bored by the ease with which your super- 
powered character can wade through screen 
after screen of muties. Save both of your special 
attacks (smart bombs, that is) and you won’t 
have much trouble with the bosses, either. 

The man in the distance can be seen to start 
running down the mountain side. 

I should spare a word or two here for the plot, as 
detailed by the lovely little manual that comes 
with the game. It’s A.D. 2998, the world Is in a 
right shoddy ecological state, so a Dr Bruford (or 
it could be Buford. Nobody proof-reads these 

... John Patten would 
turn in his grave - were 
it not for the fact that 
he is still, quite 
stubbornly and without 
reason, alive. ” 
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You see? This is the game’s level map, and pretty 
sparse it is too. Presumably Dr. Bruford’s mutants 
didn’t fancy Africa, couldn’t find North America 
and couldn’t be bothered with Australia. Come to 
think of it, Asia gets off pretty lightly too... 




Giant Eagle¬ 
baiting is a dying 
sport, but some 
brave souls are 
still willing to 
hang from trees 
and wiggle like 
worms in the hope 
of attracting the 
feathered 
leviathan. 
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manuals, I suspect) comes up with a brilliant 
plan. Unfortunately, his brilliant plan Is to turn 
everybody into raging mutants, with himself as 
the evil end-of-game boss-type blokey. 

Confused game-playing youth: But I don’t 
understand. Dr Bruford. That won’t help to solve 
the world’s problems of pollution, radiation and 
destabilised ecospheres. 

Dr Bruford: Of course It won’t, you naive young 
button-pumper. But do you really want to play a 
game that involves recycling paper, buying 
unleaded petrol and planting small trees for a 
sustainable timber source? 

No, of course you don’t! This Is the wild and 
wacky world of video games, where the future of 
humanity must depend entirely on a cyborg with 
a broadsword. 

Suddenly-less-confused game player: Or a 

soldier with a chain gun. Or an elf with a 
crossbow. Or a lone starfighter with twin plasma 
cannons. Gee, Dr. Bruford, I think I see your 
point! 

Dr. Bruford: That’s right. Now run along, Jimmy 
- tomorrow I’ll show you how to create a simple 
genetic mutagen from ingredients you can find 
in your mother’s kitchen. 

A U MODE 

End-of-level bosses 
on the SNES have 
always been partial 
to moving In that 
mysterious way 
known as Mode 7, an 
ancient art akin to 
Tai Chi but enabling 
you to zoom back 
and forth whilst 
spinning at great speed. There’s an awful lot 
of it being practised in Run Sabre, but it’s 
almost forgivable for the simple reason that 
It’s quite well done. How many games would 
dare to place you on a jet fighter looping the 
loop before sending In the floating 
disembodied head of a giant Medusa to 
knock you off? A round figure of none-ish 
springs to mind. All good stuff and worthy of 
a Zone recommendation, you might think? Er, 
no. I’m afraid. The problem Is that which 
afflicts the whole of the game: two or three 
sword-swipes later you’ve beaten the boss 
and it’s all over. 



The man on the mountain can still be seen in 
mid-stride, setting a respectable pace. Monsters 
attack him periodically but he leaps over them or 
decapitates them with a flash of steel. 


sprint 

falchion 


The real disappointment 
is still to come, however. 

Having defeated the first 
boss in just ten minutes, 
a map of the world 
appears showing you 
the location of the level 
you’ve just cleared out. 

The map has only four 
areas marked on it. In 
utter disbelief, you play 
on. Having sussed the 
general tactics, you 
finish the second level 
just minutes later. 

Incredulity grabs you by 
the codpiece as you 

realise from the map that you have already 
completed half the game. Were you to play 
further, you would discover that a fifth level 
exists after the map is completed. And that, 
criminally, is that. It gets a little harder on the 
fourth level, but with three continues, three lives 
per continue and two or more special attacks 
per life we’re not looking at much of a long-term 
challenge. If you’re a bit of a duffer with a joypad 
then Run Sabre is definitely for you - just set the 
difficulty level to Easy and see if you can finish 
the game on your first go. I’ll wager you can. 

dash katana 


It’s just as well that ALERT! flashes at the top of the 
screen: our plucky young cyborg might have promenaded 
nonchalantly past this huge Mecha-serpent, unawares. 


“Sorry.” He turns around and starts to trudge 
back up the mountain. 

The SNES is crying out for a good platform hack 
’em up in the Strider vein. It still is, despite the 
instantly-forgettable 
Jaunt Cutlass. Em, Jog 
Scimitar. Er, I mean 
Run Sabre. It doesn’t 
seem impossible that 
the graphics and 
sound of Actraiser2 
could be combined 
with the gameplay of 
Strider, and such a 
fusion would easily 
show the SNES for the 
superior machine it 
really is. Carts would 
also sell by the 
bucketload (publishers 
take note). Alas, I get 
the feeling that 
nobody is listening to 
me. I said I get the... 
oh, what’s the use? I 
will now mutter the 

chant passed down by generations of mocking 
reviewers, ‘don’t say I didn’t tell you’. B 







Still curious, after all I’ve said? 
Then request to play it in your 
local games shop and you’ll see at 
least half the game before the 
salesman asks you if you’re 
actually going to buy it. At which 


As hack ’em ups go. Run Sabre could stand 
accused of being blatantly derivative of Strider 
on the MegaDrive. Unfortunately for SNES 
owners the case wouldn’t stand up in court, 
given the deciding evidence that Strider was 
actually quite good. 

The man finally gets to the bottom of the 
mountain. “My name's Strider,” he gasps, 
sheathing his sword, “And I intend to sue. This 
pale imitation of my classic game is -” 

“I know. Tve just told them.” 

“Oh. ” The man shuffles about for a moment. 



point you should turn 
round and utter a ^ 
loud, uncompr- 
omising “NO.” 

Then stomp :'W h 
out of the W H 
shop. ■ H 
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Welcome to the Land of Cilia, home to the Red Army. 
They didn’t like green people very much, not at all in fact. 



So in the great Arms Race tradition they built a mine, got 
some minerals and built some really nasty weaponry. 



They then called all the people of the town together, 
gave them weapons, sang patriotic songs... 



... and prepared for war. Well they stood about in a circle 
daring each other to go first. “It’s dangerous out there... 



“... we could get killed” they all said. And they were right 
250 000 men died in the first assault. 




Y OU know, it’s not liquid soap, feelings 
of love, the evolution of thumbs, 
McDonalds or One Day Travel Cards 
which make Homo Sapiens different 
to the animals. Nope, it’s something 
far baser, a nice truly stupid mode of behaviour 
which animals only resort to when they really 
really have to. I’m talking about that Invading 
spirit, when you decide that you want a piece of 
somebody else’s back garden and you march 
right in and take it. 

If you’re the sort of 
person who likes ruining 
people’s weekends by 
driving an army over their 
cabbage patch, read on. 

If not then you’d better 
get back to your cross- 
stitching you big girly 
wuss. 

springtime 
for hitier 

Right then, first off 
Mega-lo-Mania is a god- 
game. This essentially 
means that you get to 
lord (or should that be 
god) it over loads of little 
humans who are going about their daily lives. 

The idea is simply to direct the exertions of 
these humans, encouraging them to take over as 
much land as possible, by conquering every last 
bit of territory on the map. 

The game requires plenty of forward thinking, 
a good strategic mind, a selection of choice 
swear words, lots of nerve and (most important 
of all) a jolly comfortable seat, because once you 
set an invading army off to subjugate some 


unsuspecting warlord you won’t be able to tear 
yourself away - call of nature or not. 

There are four gods to choose from at the very 
start of the game. It’s not that important which 
of these you pick - but it’s worth noting the 
three gods you leave behind and thus end up 
doing battle with. Each god works in a different 
way - some are immediately expansionist, while 
other devote plenty of time to study, invention, 
plotting, breeding and quilt making. Once you’ve 
got deity selection out 
of the way you can then 
tackle your first Island. 

stick it up 
your junta 

The game is split up into 
ten epochs. Each of 
these epochs comprises 
three or four islands 
which in turn are divided 
into a number of 
sectors. To take an 
island you must take all 
the sectors and to 
complete an epoch 
you’ve got to win all the 
islands. Each epoch 
allows you 100 people 
with which to conquer, although these do 
multiply quite rapidly. 

So what stands in the way of your lovely 
expansionist politics? Well, for starters there are 
all those other gods. They’ve got their eyes on 
the prize just as much as you have and you 
ignore them at your peril. The other problems 
you’ll encounter along the way come in the 
shape of unsustainable resources, a complete 
dearth of fighting men and no catapults nearby 















































, super nes 







Later, in a different technological time, the Red team were still prospering. But even as 
Victorian’s they were still cursed by the nightmare of ‘The Floating Hand Of Doom’. 
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Before Blind Date, that is to say, a very long time before Blind Date, Cilia used to host 
Blind Predjudice, here the contestants are attacking a culture they don’t understand. 


when you really need one. As you build up your 
communities, invent new weaponry and dig dirty 
great holes in the ground, so your ‘tech level’ 
rises. With each new tech level you get nice new 
headquarters and some improved and 
increasngly dangerous armoury to play with, it’s 
worth bearing in mind though that simply 
because you’ve invented a new weapon, you 
may not be able to use it for some time; it takes 
time to train men. 

we start bombing in 
ten minutes 

Mega-lo-Mania plays like a dream. The controls 
are exceptionally easy to learn (I managed 
without a manual - thanks Trenton) and before 
long, you’re zipping between all the different 
menus at a rate of knots. Actually developing 
your castles, mines, factories and laboratories is 
surprisingly easy; before long you find you’ve 
amassed more real estate than either the Sultan 
of Brunei, the Catholic Church or Barrett Homes 
will ever manage. 

The graphics are comic - cartoon men 
slugging it out with each other, chucking huge 
spears, large rocks, pikes, arrows (and any other 
hard pointy objects they happen to have at 
hand) at the heads of the other army. These are 
complemented by some groovy samples, such 
as the pause function in which a sexy says 

Odder than The Dance 
of the Hatstands and 
more seductive than 
Kylie Minogue in an E- 
Type jag. 99 




“Putting you on hold”. Which might well be very 
dodgy ground but I find it cathartic and might 
well be able to re-enter normal society one day. 

Apart from all this praise the game does have 
drawbacks. You see, it hasn’t been SNESed at 
all, it’s simply been ported over. I had this game 
on my old Atari 520ST 
(it was two years ago) 
and I can assure you 
that the graphics 
(apart from the god 
choice bit) are exactly 
the same, pixel for 
pixel, colour for 
colour. The samples, 
too, are exactly the 
same. Couldn’t 
something tasty have 
been done Sensible? I 
mean, the hardware 
in a SNES is a bit 
more impressive than 
an ST’s and while 
what ultimately 
counts is playability (which is admittedly great). 

It smacks of laziness. 


make money not war 

Take a long hard look at your selection of SNES 
games. Right, is it all platform mush? Do you 
have every tedious shoot ’em up ever released? 
Why don’t you try something different, 
something just as enjoyable, but a bit more 
involving than memorising attack waves or 
bashing Mario’s head against the underside of 
floating bricks. 

There’s little doubt that this game will do well, 
but it certainly isn’t going to capture the hearts 
and wallets of all you punters out there. It’s not 



The Yellow Acrobatics team 
display their famous human 
mineral pyramid. 


because it’s a bad game, it’s simply because 
you’re all a bit unwilling to try something new, 
something (blasphemy) without a two player 
option, (there I’ve said it). 

Mega-lo-Mania’s one of those dotty (very 
British) games in which you plug the cart in and 
before you know it you’ve lost a weekend. If you 
truly believe that Parodious and Mario All Stars 
are the height of video gaming then good luck. 

Anyone with an IQ higher than their shoe size, 
however, should trust me and have a whirl at 
MLM. It’s odder than The Dance of the 
Hatstands and more seductive than Kylie 
Minogue in an E-Type jag. IH 



It’s a god-game which could suck 
the will to live from Richard 
Branson. Plug it in, lord it up, drink 
lots of coffee and swear loudly 
(that’s if your parents are out). And 
do it to them before they do it to 
themselves. Not a 
nice sentiment 
but one that 
needs 

expressing /W 
every now W i 
and then. ■ I 


Imagineer 
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St«el Wheels, a sort of hybrid 
b e^yftO> UMilliam*s Firepower 
and tfO^preso^ Railroad 
Tycoon^=~tii weird, tangental, 
odd kind of way. 



Nightmare is the fastest table of the four and can clear 100m in 9.97 seconds, equalling 
Linford Christie’s European Record. It doesn’t have the legs for distance running though. 




S trictly speaking, having pinball 

dreams would be more than a little 
worrying. Imagine going to your 
analyst, especially If they happen to 
be of a strict Freudian persuasion, 
and saying: 

“It’s like this doctor. I keep imagining that I’ve 
got steel balls. Three of them.” 

“Hmmm.” 

“And I have this wholly irresistible urge to 
rattle them about tables, mainly In pubs and 
amusement arcades.” 

“Hmmm.” 

“If I see a flashing light or spring loaded target 
I just want to bang these balls against them. And 
then there are my flippers...” 

“Hmmm?” 

“... If I use them well, I can catch my balls and 
hold them. Or sometimes, I just want to go for a 
good old whack and send them flying to the far 
end of the table. I’m worried Doc’, because if I 
don’t keep hitting or catching my balls, they 
disappear into this big machine which takes 
them away forever. And despite all this, I still 
find it fun.” 

“Tell me Mr Webb, when did you first realise 
that you hated your mother?” 

so much for freudian 
analysis 

While not quite a suitable case for treatment by 
trick-cycling Freudians with shark fixations. 
Pinball Dreams does make you doubt your SNES 
sanity. It’s nothing new, there’s not really that 
much to it and there are a few glaring glitches 
that will probably surface in later life as the root 
of some deep-seated psychosis. Despite all this. 
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So don’t feel repressed, shed that confused 
‘civilised’ shell and acknowledge your more 
primitive gaming urges. Early man (cicra 1973) 
was fascinated by the flashing lights of the 
classic Williams’ tables. Give Pinball Dreams a 
shot and you’ll understand why. 

Be honest with yourself and take this 
opportunity get back in touch with one of the 
basic instincts. It’s called fun and without your 
daily dose of It you’ll turn into one of those 
dysfunctional types that you read about in the 
wrong kind of newspaper. Trust me... I know 
a doctor. H 


I hate Beat Box. It’s got wide open playfields, precious few targets and huge gaping 
outlanes. Oh and it sounds like Take That. A truly terrifying table. 


it’s still fun. On a primitive level. Pinball’s a loner 
of a game, the kind of coin op’ that hangs about 
in the dark corners of arcades. It takes your 
money, takes the abuse and only ever answers 
back with the occasional ‘tilt’. 

The core game offers you four basic controls: 
two flippers, launch spring and thumping the 
table as hard as possible to encourage the silver 
ball away from an outlane. It’s that subtle. And it 
constantly conspires with both gravity and 
physics to destroy even the best player’s 
confidence by repeatedly swallowing up the ball 
into the most preposterous manner. 

More importantly, pinball echoes back to an 
earlier age of gaming, back before shoot ’em 
ups grew stupid plots, back when people played 
games to beat themselves (Oh yes? Freud.) You 
could play four-way games, but it was still you 
against the table and the only rewards were 
points and pride. Because fundamentally pinball, 
like the classically moorish Tetris, cannot be 
beaten. There’s no end. 

but what about 
dreams 

Pinball Dreams recreates the feel of the classic 
late 70’s tables, where multi-ball ruled the day. 
These aren’t your modern nightmare tables 
which rely on waggling sub-games and 
mechanical chicanery to earn themselves a 
crust. Reasonably austere, these tables rely on 
targets, loops and 
attentive lane switching. 

Each of the four PD 
arenas stresses a 
different element of 
pinball. Nightmare has 
vicious outlanes. Ignition 
is littered with sequential 
targets. Steel Wheel 
offers the best bonuses 
and Beat Box boasts the most over-the-table 
runways. The differences initially appear slight, 
but the better you get to know them, the more 
quirks their personalities begin to exhibit. 

All four tables share a common genealogy, 
rooted way back In the days before games 
evolved from the Amiga. And they share 
common code In terms of scrolling, which Is the 
game’s most fundamental problem. Normally 
the scroll is slick and fast, which makes it all the 
more obvious when a table occasionally chugs. 

A bit of a downer I’ll agree, but hardly terminal 
even if it does ruin the gaming fantasy for a 
few seconds. 

Gametek’s Dreams works because it’s an 
Illusion you can believe. That may sound a little 


A close up shot of the ball 
hitting nothing whatsoever. 

Nice train though. 

sad, but it’s true. I’ve seen it. The ball moves 
with real weight. You know how it will bounce 
and spin after your first few plays. The flippers 
have a tactile realism that allows you to hold or 
belt the ball with confidence. This makes Pinball 
Dreams a test of skill, and it’s where the flashier 
pinball games - like Jaki Crush - fall down, as 
they concentrate more on effect than feel. With 
Pinball Dreams the illusion is very persuading. 

Oh and then there’s luck, which makes you 
feel that the whole world and one gaming 
program are against you. And you’d be right. 

You see, real pinball tables have a hidden 
artificial intelligence. They sniff out confidence 

and dash it on the rocks 
of outrageous flukes; 
they reward novices 
with brilliant scores and 
the luckiest of bonuses. 
Pinball Dreams shares 
this same mechanically 
malevolent mind-set. 
But then I could just be 
paranoid, I think that all 
machines are out to get me. It’s been proved. 

the jung ones 

Pinball Dreams is a perfect name for this game; 
if the dreams in question are the ones you’re 
really enjoying but wake a split-second before 
the end, leaving you feeling vaguely unsettled. 
The flashing bells, the coloured buzzers and 
sweet sounding tables all combine for an 
absorbing few hours play. You won’t stick at it 
for days on end - if you did your eyes would 
wither and die - but you’ll still be working at the 
same tables in a few months time trying to coax 
out their inner secrets. 


So don’t feel 
repressed, shed that 
confused ^civilised’ 
shell and acknowledge 
your more primitive 
gaming urges. ” 



Gametek 


The few gaffes, like the 
occasionally glitchy scroll, mar 
what could have been a stunning 
fusion of 70’s and 90’s game 
culture. The whole thing feels 
schizophrenic, shifting priority 
between pinball and 
SNES? But who 
wants balance 

when you can ^ 

have this 'W hhb 

m 

character? ■ K 
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Another ice 
hockey 
game, 
another 
review for the 
man whose 
family has a 
history of involvement 
with the noble but wet 
underpants-based sport: 
take it away, Patrick 
“Puck Face” McCarthy. 



^ 


Vince sobbed like an infant while all around him the 
Metropolitan Police team celebrated their good fortune. 



The views from the rink at the Planetarium could 
sometimes be quite distracting. 





successful rookie season ended when my 
prospective father’s Human Cannonball act 
misfired and he landed, helmet-first, in her lap. 
He shattered both her pelvis and her career at 
the same time. If you don’t know what I’m 
talking about — buy a back-issue. The arrival of 
another ice hockey game, however, has allowed 
time to tell you about Cousin Skeeter, the one- 
legged wingman with the New York Rangers. 

Ice hockey is a sport that requires a full 
complement of lower limbs to play successfully. 
Despite his excellent stick-handling abilities, 
Skeeter never really succeeded at it. Critics 
cited his lack of speed on the ice and the fact 
that he had a strange determination to skate in 
small circles. Skeeter blamed this tendency on 
the false leg he fashioned for himself from a 
hollowed-out cactus. Disheartened, he threw his 
cactus leg away, retired from ice hockey and set 
his heart on triumphing in another realm of 
human endeavour — 5,000m pursuit cycling. 
Needless to say, the Don Brennan of the 
Velodrome flopped disastrously at that too. He 
was forced to pursue a career in the more 
sedentary world of computer games — 
designing. I didn’t think about it, until now, but I 
suppose I could have asked him what he 
thought about this game. Then I could have tied 



1 Mayer Home 
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feriod Length 5 min, 
p!ptions 



The options also allow you to carry weapons (from a 
machete to a machine gun) in defence. Just kidding. 

this together In a slick and humorous manner. 

Ah well. 

So. You are a games designer, and you are 
going to make the Ideal Ice Hockey Game. What 
you should do Is sit down for a minute and think 
about the elements of the sport that attract the 
public in the first place. Then, by accurately 
reproducing them in the game, you could sell 
more than enough to become very rich. 



Ice hockey is the fastest team sport in the world 
— or maybe it’s pelota. On the other hand, 
perhaps it’s Travel Scrabble on Concorde. 
Anyway, Ice Hockey Is fast. Get some 
programmers who are excellent at doing “fast.” 
Your Ideal Game would go full pelt — preferably 
not too fast for the human eye to follow. If your 

Players get pucks in 
the mouth, spit teeth, 
rake each other’s 
gums with sticks, spit 
blood, smash each 
other into the boards ” 
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Goals 

2 

1 1 
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7 

Body Checks 
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0 
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The stats screen (left) 
lets you check out which 
videos the teams have 
been renting and see what 
their favourite recipes are. 
Vancouver are big on meat 
dishes and love weepies 
(or anything by Disney). 



Prior to each match you drive to the game in the team coach. This is a shot of the 
dashboard and as you’ll see St Louis don’t have a cassette player. 



The Face Off is one of the tensest moments in a game of ice hockey as both teams 
face each other for a moment and then try to ‘off’ each other with a choice of weapons. 


programmers aren’t very good, you could get 
your artist do draw “whizz marks” on the players 
in an attempt to trick the public. If your artist is 
crap, it might look like your players’ feet are on 
fire. Alternatively, you could make the players 
jump a few inches at a time to get them where 
they want to go faster. 

Brett Hull Hockey has: gone for the jumping 
option. Players move about jerkily and the pitch 
wobbles at the same time — another speed 
action which didn’t fool me for a second. It 
doesn’t help that players sometimes go 
somewhere you don’t want them to go, and 
change direction reluctantly. Obviously 
creatures of habit. 

loud, violent action 

Ice hockey Is action-packed. Players get pucks 
in the mouth, spit teeth, rake each other’s gums 
with sticks, spit blood, smash each other into 
the boards and call each other by pet-names like 
Snoogy-woogums. (Eh? Edj. A commentator on 
300 cups of coffee a day points out the finer 
points to fat, ugly fans who burp, howl, stomp. 


scream, break wind and eat hot dogs with their 
mouths open. None of this happens quietly. 

Brett Hull Hockey has: all the fast-action 
excitement of midnight mass. The sound effects 
seem to be coming from the far end of a long, 
polystyrene-lined tunnel. Collisions resemble the 
mumbled apologies of shy commuters jostling 
each other on the tube. Slapshots have all the 
aural violence of an aromatherapy session. It 
does have a commentator, though. It’s an 
Accolade game, so of course it has Al Michaels 
commentating. Unfortunately, he seems to have 
spent the last few months perfecting an 
interesting new ‘speak when you inhale’ 
technique. A stylish departure from the norm, I 
agree, but perhaps ill-advised for a 
commentator. 

household names 

Ice hockey is chocka with famous flat-nosed 
millionaires. People like Wayne Gretzky, Eric 
Lindros, Mark Messier, Mario Lemieux. Some of 
them are even famous in this country (because 
they’ve had games named after them). Your 


Who on earth! 

Brett hull is one of hockey’s most famous sons 
although it must be said that his fame does not cross 
the Atlantic in the same way as a human might, or a 
virus, or... well you get general idea. 

The same can sadly be said of our old pal Al 
Michaels who commentates all the way through the 
game. Yes sad as it may seem the Casey Kasem of the 
ice hockey world is unknown here in the UK - which is 
one of the reasons that Accolade don’t use the same 
advertising byline here as they do in the USA: ‘Games 
With Personality’. Yes a line like that here in good old 
blighty could very easily confuse, anyway here’s Brett 




Ideal Game should have a big name attached to 
It — so that people will think it is good. It also 
helps to have an NHLPA license. Then you can 
use all the players’ real names. It’s easy to get 
an NHLPA license. The game doesn’t have to be 
any good. 

Brett Hull Hockey has: Brett Hull, of course. 

He sounds like something made in a shipyard. 
Come to think of it, he plays like it too. He’s also 
famous In this country (he’s the one who had 
that game named after him). And It also has an 
NHLPA license. But it Isn’t very good. See? I told 
you. It doesn’t have to be. 

sell it to cretins 

If, after all your efforts at making the Ideal Game, 
it turns out to be Not Particularly Ideal After All 
— release it anyway. You might get lucky — it 
might get bought by an ageing relative as a 
present. So what if there’s already a pretty good 
game out there by Electronic Arts that supplies 
just about everything you could want in an ice 
hockey game (except, in the 94 version, 
fighting)? Well, so many kids live in a contextual 
and critical vacuum, buying games without even 
looking at the box, let alone a magazine. ■ 



It has everything. Season-play 
options, playoffs, team editors and 
even fighting (something EA have 
abandoned — allegedly at the 
NHLPA’s insistence — so how have 
Accolade got away with it?). 
Unfortunately, it 
doesn’t have 
graphics, 
sound or 
gameplay. 

Which can 
be irksome. 

Now 
£50 



Accolade 
























































Slightly amusingly, due to the random samples the chap 
with the knife often bellows, “Eat lead.” Ho ho. Ho. 


Well, this fellow is simply asking for trouble. And you 
look like just the sort to supply it. 


A silly man on a rope. It’s best to shoot him, what with 
his carrying an automatic weapon and wearing yellow. 




Jonathan 


Nash is 


terribly 


scared by 






guns, so 


here is a 


story 


instead. 


H ello again children. Yesterday we 

read the story of Naughty Sal and the 
apple tree. Can you remember what 
happened in the story of Naughty Sal 
and the apple tree? That is right. 
Naughty Sal climbed the apple tree and picked 
some apples without asking the permission of 
Old Mister Rumpus, the crochetty but really 
quite kindly man who owned the apple tree. And 
Naughty Sal ran away to her special place at the 
bottom of her garden and she ate the apples, 
but later she had a stomach ache. And do you 
know why Naugty Sal had a stomach ache? 
Because she was a criminal and had to be 
punished, else she would not have understood 
that you cannot elect to break the laws of 
society. That is what we call a moral. 


Today’s story is also very moral. It is about 
Dan and his adventures with Lethal Enforcers. 

Let us meet Dan first of all. He is interested in 
law enforcement. See Dan bring attention to the 
fact that one of the cars in his street is parked 
illegally, blocking a doorway and therefore a 
hazard should someone need to escape quickly 
from the building. See Dan draw a bead on an 
Imaginary criminal and pump three rounds into 
the bad man with his make-believe gun and then 
shout, “Armed police! Stop or I shoot!” Dan 
wants to be a real policeman when he grows up. 

Here is a picture of Dan drawing a bead on an 
imaginary criminal. Say hello to Dan, children. 

Hello, Dan. 

Now let us meet Lethal Enforcers. What kind 
of name Is Lethal Enforcers, children? That is 
right, it is a euphemism. Can you tell me another 
euphemism that we have learned? That is right - 
Extreme Prejudice, as in the name of the Walter 
Hill film we all enjoyed last week. 

Lethal Enforcers is a coin-operated arcade 
game dealing with 
extremely prejudicial 
law enforcement. You 
have to shoot all the 
criminals you meet, but 
be careful not to shoot 
the innocent 
bystanders. This is a 
bad thing, and If you do 

it you will be punished Here are some startlingly 

severely by being well-executed illustrations 

of the guns you get with the 
game. Notice how one is 
powder blue and the other 
^ shocking pink. This is so you 
are not able to rob a post 
office with them, even if you 
wear dark glasses. 


demoted. There are six levels to the game, and 
only by successfully completing a level can you 
move on to the next. A second player can join In 
for larks as well. Here is a picture of the Lethal 
Enforcers coin-operated machine. Say hello to 
the Lethal Enforcers coin-operated machine, 
children. Hello, Lethal Enforcers. 


here are some words 

Dan is happy because he has got the SNES 
version of Lethal Enforcers. He is a big fan of 
Lethal Enforcers, so much so that he has even 
paid the extra money for the second gun. Dan 
begins to play the game, and is very pleased to 
see that a level select screen has been added so 
that he does not have to keep repeating a level 
because he has failed some incomprehensible 
rating system. But there is a price to pay for this 
helpful feature, and that is that when he shoots a 
civilian he himself loses a life. Here is a picture 


put that bloody cigarotte out 


What sounds delight 
our ears, children? 
That is right, the 
merry sounds of 
Uncie Trusty at the 
piano. 99 H 


You get the blue gun 
with the game at a cost 
of £75. The pink gun 
costs an extra £20. 
There are no other 
compatible games at 
the moment. But at 
least they are not 
Nintendo Superscopes. 
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of Dan wrestling with his conflicting emotions. 

Dan is disappointed with the look of the game. 
The sprites are digitised and thus grainy, and in 
places very hard to make out against the 
similarly treated backgrounds. The muddy 
palette and jerky, minimal animation do not help 
either. Dan is quite irate with the programmers. 
But he is very happy with the sound - although 
the music is merely adequate, there are many 
impressive samples to delight his ears. What 
sounds delight our ears, children? That is right, 
the merry sounds of Uncle Trusty at the piano. 

here are more words 

We know something about shooting gallery 
games, don’t we? We know that they are limited 
by their nature - something pops up and shoots 
at you while you fire back, then something else 
pops up and so on. Dan notices that Lethal 
Enforcers attempts to add something to the 
mixture with those inconvenient civilians and 
fellow officers, and little stories that unfold 
through the levels - but the result is Inevitable: 
numbing boredom. Here is a picture of Dan 
suffering from inevitable numbing boredom. 


Here is the gunrunning level. Observe the clever 
scrolling and large ship. By shooting off the screen 
you reload your gun. Do not point it at someone with 
a pacemaker, for the light frequency will stop it. 


But now here is a picture of Dan having some 
fun in the meantime. He is shooting at bad 
people In fine fashion, trusting to his keen eye to 
keep up that accuracy percentage, and listening 
carefully for those unmistakably pitiful cries so 
he knows when to expect a civilian. But even on 
the hardest level, with more bad people, this is 
all somewhat pedestrian. So after competing 
with a friend over accuracy ratings, he plays in 
John Woo mode, laying both pistols at the end 
of the desk and then stamping down hard, 
catching the guns in mid-air and blazing away 
with a piece in each hand. And it so happens 
that Mr Mario’s insistence on making the 
civilians indestructible has added considerably 
to the game, for even after you have shot a 
bystander and paid the penalty, they continue to 
shuffle across the screen, unwittingly providing 
cover for the bad men. Good old Mr Mario and 
his absurdly confused sense of standards. 

Alas, now we have reached the last chapter 
and Dan’s Lethal Enforcers adventure is drawing 
to a close. He has learned that coin-op 
conversions should be judged on their own 
merits and not just on their similarity to the 
original. He has also learned that even a badly 
programmed, ultimately tediously repetitive 
game and shockingly overpriced game can be 
fun. But most of ail he has learned that to stop a 
man at twenty paces you group your shots in the 
chest, for the head is too small a target over the 
distance. Goodbye, Dan. Goodbye, Lethal 
Enforcers. Goodbye, children. Goodbye. ■ 



Here are nearly all of the levels bar two, because 
there are six. Note the diversity of location and the 
particularly sophisticated euphemisms. 



A surprisingly effective game 
despite the conversion problems, 
and far better than you might at 
first think, but very hard to 
recommend simply because the kit 
costs so much. Uncomplicated fun, 
but playing alone palls 
quickly, and even 
with two-player 
or John Woo 

antics you m mm 

can’t justify m iH 

the price. n H 
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Oliver had long sought for Bill, the mystic shrub. After 
conquering many foes, Oliver earned the right to ask one 
question, but waved his leg because he was silly. 


There are no aeroplanes, 
which slightly confused 
Jonathan Nash. 

T here’s always a bit in the type of film 
that has a cultured villain where the 
cultured villain says something witty 
and sophisticated, ironically 
counterpointing the terrible danger in 
which he’s managed to place the hero. Of 
course, these cultured villains should all have 
been played by George Sanders, but because 
life Itself is essentially unfair and futile, only a 
select few were. Here at Game Zone we believe 
in redressing balances, and so the part of the 
cultured villain in the following review will be 
played by George Sanders. We don’t care a row 
of buttons who plays the hero. 


beneath the alps 

(Scene: A top-secret, subterranean and highly 
metallic complex. Lots of people wearing 
jumpsuits are jogging around as if they know 
what they're doing, which they probably don’t 
The hero, cleverly disguised in a jumpsuit, 
moves among them as if a shadow in the night 
He moves to an oaken door and eases it open, 
revealing a sensationally expensive room filled 
with painfully tasteful antiques. A wingbacked 
leather chair turns sedately to reveal the 
cultured villain. He closes his signed copy of 
volume three of Cantu’s Storia universale, a first 
edition, and leans back languidly.) 

Villain: Good evening. Captain Jack Thorpe. 
Hero: The game’s up. Hooded Tiger. Or should I 
say George Sanders? 

George Sanders: Touche, Captain Thorpe. Or 
should I say Skyblazer, the new Sony game? 
Skyblazer: Damn your eyes. 

Disposable henchbloke: Oh, come on. Awk. 
(Skyblazer shoots him with the top of a blue 
disposable ballpoint.) 

George Sanders: You see, Skyblazer, I’ve been 
expecting you. Your colleague Strider was kind 
enough to furnish me with your description. As 
were those fellows from Nebulus, Super Mario 
World, lots of scrolling platform games and 
some other things. 

Skyblazer: Just what are you insinuating? 
George Sanders: That you haven’t a single 
original idea. Now don’t get excited, my dear 
fellow. That isn’t necessarily a bad thing. (He 


i 


i 




m. 


Flit regarded Oliver with bafflement. But then. Flit 
regarded eveiyone with bafflement. For, you see. Flit 
thought she was a portion of rank porridge named Alicia. 


On the advice of his mother, Basil, Oliver set out to 
rescue his friend Paul, fiendishly kidnapped by a small 
woman who had tapped into his central nervous system. 
Oliver, rushing to Hartlepool, was just too late. The 
woman struck him a nasty biow as he ieapt into a tree, 
but he teleported to Flit’s cave, falling twenty feet to the 
ground due to an amusing difference of height incident. 
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A warning to us all of the dangers in dabbling with the 
head of a boar, the body of an elephant, the wings of a 
giant bat and some other things. Let us heed the warning. 


stands, draining the remains of a potent whisky 
from a glass, smoking a hand-rolled cigar, 
stroking a cat and engineering the purchase of 
some insanely valuable jade.) But I think I’ll 
reserve judgment on the game itself until I’ve 
seen how you fare in my highly complex death 
trap. (He presses a disguised button.) 

Skyblazer (falling with gathering speed through 
a sudden trapdoor): Aaarghh. 

even further down 

George Sanders: As you can see, Skyblazer, 
you’ve been completely disarmed and 
handcuffed to this length of chain. Notice the 
cruelly-spiked ceiling. In a moment the chain will 
go taut, and through a cunning and carefully 
balanced arrangement of wheels and ratchets, 
unless you keep it taut this unlovely ceiling will 
crash down upon you unpleasantly. Ready? 

Here we go. 

Skyblazer: You fiend. My powerful muscles will 
foil your plot. See how I hold the chain immobile 
without even breaking sweat. 

George Sanders: Of course. But now I shall 
start questioning you about the game. Let’s see 
how long you can keep your concentration while 
defending yourself against my razor-edged 
criticisms. Why is your main character precisely 
the same as the one in Strider? He leaps and 
capers with barely suppressed acrobatic glee 
and Is prey to exactly the same faults. For 
example, when climbing a wall you can only fight 
in the opposite direction to which you are facing, 
necessitating a dangerous jump and mid-air turn 
to get at a monster above you. 



Here is a clever poser. Why is this picture completely 
pointless? Why are the objects in it blurred? Why do birds 
suddenly appear in the sky when you are near? Hello. 
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Kneeling poised on a stone block swinging back and 
forth above rows of spikes was considered a superior 
callasthenic exercise in olden times. Cretinous loons. 

I I think I’ll reserve 

judgment on the game 
itself until I’ve seen 
how you fare in my 
highly complex 
death trap. 93 

Skyblazer: Uugghhhh. 

George Sanders: And you 
cannot drop off a wall directly, 
instead having to jump away 
from it, which is quite an 
inconvenience if you really 
were counting on being able to 
plummet to safety. 

Skyblazer: Ooooooggghhh. (He 
is dragged a considerable 
distance but rallies magnificently.) 

But what about my endless variety of 
levels? From a palette of vertically- and 
horizontally-scrolling levels, 3D flight levels, 
levels where you have to keep up with the forced 
scroll, A/ebu/us-llke levels and the map screen 
where you can choose freely between several 
pathways, I create an attractive mixture whereby 
no two consecutive levels are the same. 

George Sanders: Oh, very well. 

Skyblazer: You have to admit that the urge to 
see the next level, knowing that it will be 
substantially different from those before, is very 
strong. Why, you’ll be happily battling with a 
level for ages in order to reach the next. 

George Sanders: All right, don’t labour the 
point. But you’ll be battling with a level for ages 
regardless, seeing as how once you’ve chosen a 
pathway you can’t elect to abandon the screen 
and go in another direction. Which brings me 
rather neatly to the question of gameplay. 
Skyblazer: Uh-oh. 

George Sanders: And well you might say, “Uh- 
oh,” my fine friend. 

coup de grSce 

George Sanders: Playing your game is like 
trying to read Cassiodorus’s history of the 
Goths. After Institutiones divinarum et 
saecularium litterarum the prospect is ravishing, 
but the book is simply no longer there. 
Skyblazer: Don’t taunt me with your classical 
education, you fiend. 

George Sanders: To put it in terms more 
acceptable to your unhealthy paunch of a brain, 
one is enticed by the aesthetics and undeniable 



Clutching to the side of a wail and punching the side of 
the picture frame was frowned upon as strange and 
unnecessariiy surreal. But what was reality? Or not? Or? 

diversity of levels but let down badly by the lack 
of game itself. Beyond the clumsy control there 
is merely the starkly repetitive gameplay - no 
matter on which of the plenitude of levels you 
find yourself, it’s a case of wandering around, 
becoming expansively frustrated with the 
pointlessly high difficulty level and 

destroying major land masses with a 
secretly-developed earthquake ray 
when you get killed and are put 
right back to the very beginning 
of that particular section. It Is 
not, you see, fun to play. 
Skyblazer: Yes. I agree. It is 
badly designed, with the urge to 
see the next level all but 
cancelled out by the knowledge 
that it will be but another session 
of malevolent frustration. It’s not a 
game you’ll finish overnight, but 
that’s because you won’t really want to 
play after that first, deceptively exciting go. 
George Sanders: I say, that’s a bit of a reversal 
of opinion. 

Skyblazer: Well, what’s the point, eh? I’d only 
be deceiving myself. (He whizzes backwards, 
crashing against the wall, and is squashed by 
the plunging ceiling.) 

George Sanders: How frightfully tedious. Ah 
well, back to Chatelet-Lomont. M 



PM 





Lots of variety in the graphics and 
plenty of difference between the 
numerous levels, but gameplay 
that hobbles along identically no 
matter what. It starts off well, 
progresses through irritating to 
frustrating, and 
quickly becomes 
plain old 

boring. Good ^ 

(pinched) 

ideas, but w 

no game. ■/ ^ 




































tips 


produced some rather top Action Replay codes 
for it too! Anyway, first off, the passwords: 





“Urrgugle shpo 
peechy tuurps.” 
That Daniel 
Pemberton 
obviously can’t say 
“Welcome to PG 
Ups” with a mug 
full of tepid tea in 
his mouth. Oh well. 

G reetings and welcome once more to 
PG Tips - the page for the 
gamesplaying incompitents. “What 
do you mean?” I hear you cry. Well 
there are those people who are pretty top at 
games. And there are those who aren’t very 
top at all. You know the sorts; the ones that 
think that the Mr Blobby single was a 
musical masterpiece, and that Bobby Davro 
is a comic genius. 

Anyway so that these people don’t look 
complete ‘herbies’ (derivered from the 
adjective: to drink herbal tea. i.e. a games 
playing fool.) they turn to this very page for 
help. “But where do you get this so called 
help from?” pleads another puzzled reader. 
Well the answer is simple: we get it from 
you. After reading the little box offs 
scattered around the page send all those 
top tips, guides, solutions, cheats and 
knitting patterns for a Postman Pat jersey to 
the following address: 

Mad Jake McSmithers 
PG Tips 
Game Zone 
30 Monmouth Street 
Bath, Avon 
BA1 2BW 





P.S. The 




biscuits of 
the month 




are 



HI 

Boasters. 
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Zombies 

After reading the tips we printed for this 
rather top game a couple of Issues ago, the man 
many call Steve Perkins, managed to actually 
complete the game. 

Oooooo! Now any normal chappie would of 
probably just done nothing about it. But not our 
Steve, oh no. Steve quickly whittled off a list of 
all the passwords for the game. Hurrah! And 
that’s not all! Erm, well, yes It is actually. 



Level 4 - LHRR 
Level 8 - FBGZ 
Level 12-XFCK 
Level 16-BKYZ 
Level 20 - VXBB 
Level 24-XYLZ 


Level 28 - XLZG 
Level 32 - WJQK 
Level 36 - BZVG 
Level 40 - BRPK 
Level 44 - VLHK 


Also there’s a Credit Level, which you can reach 
by entering the password XWJR. And if you still 
think the game’s a tad too easy, then try 
entering the code BLHR as this will put you onto 
the Super Tough Level! 


Super Mario Kart 

This cheat sounds decidedly iffy. In fact 
sounds more suspect than that colour TV 
‘Dodgy’ Ken tried to flog me last week for 50p 
and some football stickers. But being the ever- 
so nice chap that I am, I might as well run it. 
Gareth ‘Jaffa Cakes’ Brierly says you should put 
the game on the a1 player time trial. Then when 
it shows you all the fastest times pull the 
controller out of the console (i.e. pull that grey 
rectangular connector type jobs) very SLOWLY. 
If this has been done correctly then “ERASE” 
should appear on the screen. Put it on Yes and 
all the top times should disappear. So then, 
when you start your next race, your time will 
always be first! Which isn’t bad for any egotists 
out there. 


Smart Bail _ 

Oh dear. Being the absent minded fool 
that I am, I managed to lose the name of the 
sender of this cheat. Still, I’m sure they will know 
it’s them. Whoever they are, they had a rather 
useful cheat for this game, which, if you’re stuck 
on a certain stage, you will find more handy than 
something very handy indeedy. “Why?” I hear 
you cry. Well, it’s a level select, and to activate it 
simply press Up, Up, Down, Down, L, R, L, R, B, 
A, Select and then Start. They don’t say where 
to enter this, but it’s probably going to be on the 
title screen. 


Mortal Kombat 


“I have a cheat,” writes Vincent Wilson, 

“for the endurances on Mortal Kombat on the 
SNES that even the most unimpressed person 
who hates computers would think was ‘boss’.” 
For those who don’t speak Vincent’s street talk, 
and I think that’s about ail of us, ‘boss’ appears 
to be connected to the adjective ‘great.’ 

Anyway, on with the cheat: “On the first blokey 
on any endurance, if you walk into him as soon 
as the round starts, and keep pressing Y he 
won’t be able to hit you once. Then when the 
next guy comes along you will be able to kill him 
with just one hit.” 

Vincent also adds that he thinks the mag is 
‘boss’ too. Erm, thanks. 

B.O.B. 

Not only has Andrew Woods managed 
to come up with all the passwords to this 
platform shooty type game, but he’s also 





Stage One - 171058 

- 950745 

- 472451 

Stage Two - 672451 

- 272578 

- 652074 

- 265648 


-583172 

Stage Three - 743690 
-103928 
-144895 
- 775092 
-481376 


Final Boss - 845527 

Also, if those aren’t enough, why not try some of 
the following Action Replay codes: Infinite 
energy - 7E022130, Infinite Lives - 7E022D02, 
Infinite flamethrower - 7E023819, Infinite 
Helicopter Hat - 7E020D03, Infinite Shields - 
7E020A03 and Infinite Bombs - 7E020E03. 


Super Battle Tank 

If you’re having difficulty hitting objects 
lots of times, or are simply running out of ammo, 
then the next paragraph might prove particularly 
useful to you: Fire your guns at any target and 
then, as soon as the target clashes, press Start 
and pause the game. 

The target should continue to clash and pretty 
soon you’ll be able to destroy everything with 
one shot. Those wise words of wisdom came 
from none other than Ben Turner. 



Gimme, Gimme: 

01! I really, really, really want some nice big 
solutions and playing guides please. Nice big 
‘uns. Lots of them. Still stumped on what 
game to tip? Well I suggest doing a top guide 
to any of these: 

Mystical Ninja, Cool Spot, Empire Strikes 
Back, Sensible Soccer and Flashback. 

The more recent games are likely to be 
covered in these hallowed pages, still though 
if you have any as yet untipped oldies don’t 
hesitate to send it off to us, you never know 


Don't Gbnme, Gimme: 

Unfortunately there are those times when 
even I have to be all nasty and horrid, and this 
is one of those times. Fortunately it doesn’t 
involve me placing your precious parts 
through a Miximagic blender, but you 
‘obeying’ the following commands, ‘cos I 
don’t want anyone sending in the following, or 
I’ll get very cross indeedy and their letters will 
be filed under B for Bin. So don’t gimme, 
gimme: 

O Anything to do with Mario whatsoever. Or 
any SFII Turbo cheats. Or Zelda. Not a thing. 
Not even the skimpiest pair of Mario pyjamas. 
Nowt Zilch. Nada. 

O Any cheats without the name of the game 
AND the format it’s on. 

O Unreadable handwriting. 

O Your initials. FULL names please or we start 
‘inventing’ names, (i.e. J. Smith becomes 
Jerome Smith, or something equally nasty). 

O Any SFII Turbo cheats. I know I’ve already 
mentioned this before, but I especially don’t 
want any of these, so I thought I’d point it out 
again. 

O Rubbish cheats that are more mouldy than 
a particulary mouldy piece of mould on a 7 
year old mouldy marrow on ‘National Mould 
Day.’ (Strange chap. Ed.j 
O A piece of mould called “Toby.” 

O Any tips on how to be a more mature and 
grown up person. 

Any KoKy 


































^ . 


playing guides 


Y et again we return to the realm of weird 
figures, an area lush with strange 
combinations of letters and numbers 
(and sometimes numbers and letters). 
What is the mystery that these rune-like lists 
hold, is this the Almighty Anagram of creation? 
Do these complex notations hold the answer to 
all that we strive to understand? 

Well no, not really but they do cause varying 
amounts of consternation and confusion (and 
sometimes confusion and consternation). 

You see these are Game Genie codes, codes 
that can only be used In conjunction with Game 
Genie ‘game enhancers’. They could be used 
elsewhere, though with less success. So if you 
own a Game Genie cart then read on Macdibble, 
if not then stick to the rest of the mag. 

By the way if you have discovered some 
groovy and erm... kicking codes yourself then 
send them in, Hornby Hobbies (the makers of 
the Game Genie) have got the cart of your 
choice waiting for the best codes each month. It 
might be worth your while scouting through 
back Issues of Game Zone and finding codes 
that have already been used and sending them 
in because that way we can discover the 
deception and come around to your house and 
kick your head in. 


Prince Of Persia 


6D320FA1 + 
DC3204D1 

Freeze timer 

FD3004A5 

Start with 15 health 

points 

BAA6ADA5 

Non-Fatal injuries do 

no damage 

6DC06701 

Falls do no damage 

(except onto spikes) 

BA69ADA1 

Enemies drop dead 

Immediately 

DFB7D46E 

Start on level 2 
D4B7D46E 
Start on level 3 
D7B7D46E 
Start on level 4 
D0B7D46E 
Start on level 5 
D9B7D46E 
Start on level 6 
D1B7D46E 


Start on level 7 
D5B7D46E 
Start on level 8 
D6B7D46E 
Start on level 9 
DBB7D46E 
Start on level 10 
DCB7D46E 
Start on level 11 
D8B7D46E 
Start on level 12 
DAB7D46E 
Start on level 13 
D2B7D46E 
Start on level 14 
D3B7D46E 
Start on level 15 
DEB7D46E 
Start on level 16 
FDB7D46E 
Start on level 17 
FFB7D46E 
Start on level 18 
F4B7D46E 
Start on level 19 
F7B7D46E 
Start on level 20 


Cybernator 


C2344FDD 

Infinite Credits 
82C9470C + 
82C74FDC 
Protection against 
some hazards 
DD3F1406 
Energy chip worth 
nothing 
CD3F1406 
Energy chip worth 
more 

62BF17AF 



Start with lasers 

62BF17DF 

Start with homing 

missiles 

62BF176F 

Start with napalm 

bomb 

D4BF1FDF 

Weapons start at 
level 2 
D7BF1FDF 
Weapons start at 
level 3 


C9CC44AD 

Infinite hearts 

DDB61FA7 

Infinite lives 

49C9476D 


Each dollar worth 25 

3BA537D4 + 
DBA53704 

Jump really high 


A28435EC 

Items you can afford 
in shop are free 
DB3C4073 
Start with 10 lives 


Super Tennis 

D760AFAF + 

DD2B0DA5 

D761AFAF 

Myer 

Use these two codes 

DD2BADA5 

with the following to 

Donna 

give Super Speed to 

DD2C0DA5 

the player of your 

Rich 

choice. 

DD2CADA5 


Deb 

DD290DA5 

DD280DA5 

Matt 

Hiro 

DD29ADA5 

DD28ADA5 

Amy 

Colette 

DD210DA5 

DD2A0DA5 

Brian 

Steve 

DD21ADA5 

DD2AADA5 

Kim 

Nancy 

DD250DA5 

DD220DA5 

Phil 

Rob 

DD25ADA5 

DD22ADA5 

Lisa 

Yukka 

DD260DA5 

DD230DA5 

John 

Mark 

DD26ADA5 

DD23ADA5 

Erin 

Barbie 

Mortal Kombat 

With all the codes for 

Each round Is 90 

this game, do not 

seconds 

alter any settings on 

6F6637A4 + 

the options screens 

DD6B3DD4 

unless specified. On a 

Each round Is 80 

2 player game do not 

seconds 

alter the handicaps 

5F6637A4 + 

for either player. 

DD6B3DD4 


Each round is 70 

C980CB94 

seconds 

Infinite time 

1F6637A4 + 

D46B3DD4 

DD6B3DD4 

Each round lasts 

Each round is 60 

twice as long 

seconds 

BF6637A4 + 

9F6637A4 + 

DD6B3DD4 

DD6B3DD4 


Each round is 50 

D46114DD 

seconds 

Start on match 3 

0F6637A4 -i- 

D76114DD 

DD6B3DD4 

Start on match 4 

Each round Is 40 

D06114DD 

seconds 

Start on match 5 

7F6637A4 + 

D96114DD 

DD6B3DD4 

Start on match 6 

Each round Is 30 

D16114DD 

seconds 

Start on mirror match 

4F6637A4 + 

D56114DD 

DD6B3DD4 

Start on endurance 

Each round is 20 

match 1 

seconds 

D66114DD 

FF6637A4 + 

Start on endurance 

DD6B3DD4 

match 2 

Each round is 10 

DB6114DD 

seconds 

Start on endurance 

DF6114DD 

Start on match 2 

match 3 

Mortal Kombat: Kano 

These codes work for 

Kick does more 

Kano Start on 

damage 

endurance match 

562B10C4 

2only: 

Kano’s Uppercut 
does more damage 

F3291544 

1D291034 

Kano’s High Punch 

Kano’s Roundhouse 

does more damage 

Kick does more 

F3211914 

damage 

Kano’s Low Punch 

7A261114 

does more damage 

Kano’s Foot Sweep 

062C1944 

does more damage 

Kano’s High Kick 

08281534 

does more damage 

Kano’s Flying Punch 

062C1514 

does more damage 

Kano’s Low Kick 

DA261044 

does more damage 

Kano’s Flying Kick 

06251934 

does more damage 

Kano’s Head blow 

9C241534 

does more damage 

Kano’s Cannoball 

062115C4 

does more damage 

Kano’s Knee does 

08201014 

more damage 

Kano’s Knife does 

7A2B1134 

Kano’s Crouched 

more damage 

i iki 

Don’t forget, you could 

WIN. 



cart if you send in your own codes. 
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solution 


It’s Total Runner time again, with the 
soiution to the game that makes Blade 
Recall iook just iike a movie. Or in other 
words, it’s time for tips on Backflash. 


mission 



One of the city’s generators 
has gone haywire. It has 
been sabotaged and you 
have to go in and sort the 
blasted thing out. The important things to remember are that 
the clock starts running the second you accept the job (you can check 
just how much with your countdown timer) and that it’s imperative to 
use the Terminal Card on the correct terminal. The one you want is the 
terminal on the right of the generator room. Fix the Terminal Card there 
and the self-destruct sequence will be aborted. 


level two 



The tough bit; for us 
physical dyslexics. Run 
along here until you get 
to the very edge of the 
pit and then jump across 
to the other side. Then, 
after it’s all gone horribly 
wrong, try again. 


Standing here 
triggers the sensor 
that raises the lift. 


part two 


level twe - brass In pecket 

Missions Four and Five of Level Twos’s employment sequence enables 
you earn sufficient funds to buy the forged papers from Jack, which in 
turn allow you to progress to Level Three. They’re the two best paid 
missions, but they’re also the toughest. 


Time is of the essence on Mission 
Four, so try to avoid snagging these 
power lines. As soon as you run onto 
the screen get ready to roll. When 
your are a few paces from the power 
lines duck into a forward roll and 
you’ll be past them without even 
breaking your stride. 


The killer green bits 
are back. Stand on the 
extreme left hand 
edge of the platform 
and then jump twice. 
This should take you 
across safely, as long 
as you do It quickly. 




There’s a stone here, 
make sure and pick 
it up. It’s of no use 
on this Mission but 
on number Five it’s a 
real life-saver. 



This Is the terminal you want. You have to stand exactly 
here and use the Terminal Card to stop the whole place 
turning into a vapour cloud the size of Nebraska (which 
would be pretty darned huge apparently). 
























playing guides 



This is a ‘hearts and minds’ operation. You have to shoot mutants, who 
are trying to break into New Washington, in both their hearts and their 
minds. It’s a big rolling level which tests object manipulation and 
shooting skills to the limit - or at least to the limit of Level Two’s 
toughness that is. The aim is essentially to exit Restricted Area Three by 
working your way down through the maze. 

There are four essential Items you’ll need to survive this level. Firstly 
there are two keys. The first you find on the fourth platform after entering 
Restricted Area Three. This one opens a door just over a screen below. 

The second key right near the end of the level, mid-way between the 
huge ventilating fan and the exit. It sits near a pile of credits (100 in fact) 


mission 


which makes it a little easier 
to spot. This key opens the 
exit door and ends the 
mission, which is always nice. ~ 

Of the two stones you should already have one, oh yes you should, you 
should have picked it up on the Mission Four when I told you to. If you 
haven’t, well I don’t really know how to say this but. Well let’s face it 
Mission Four wasn’t too nasty, now go back there. 

Anyway if you have got the stone, drop it at the sensor controlled door 
that’s found halfway through the stage. The other rock is found near the 
same sensor. Throw It on the very next screen to blow up a bomb. 
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This out of the way 
sensor controls the 
hatch in a screen’s 
time. Activating this 
allows you access to 
the rest of the level. 


Use one of the 
stones here to 
open the sensor 
controlled hatch 
just a above your 
head. 



Jump from here. Then, 
while you’re still in mid-air 
draw your gun. This way, 
when you land, you’ll be in a 
crouch and ready to fire. 
This makes snap shooting 
much quicker and 
henceforth safer. 




Roll along until you end 
up here. Throw the rock 
over the gap to 
detonate the bomb. 
After this it’s just a case 
of leaping across and 
wasting the guard. 


Tricky and painful, hang from the lip of the 
platform and wait for the guard to shoot you 
off. Your bruised bod will land on the platform 
below. Now jump and begin to climb back up. 
As Conrad animates through his climb, draw his 
gun again. When he reaches the top once again 
his gun will be ready. So don’t just stand there, 
kill the guard and grab the key. 





Duck here. Unless 
you like getting 
40,000w of laser 
beam in the retinas. 


This style of mutant is particularly tough 
so take care when you approach them, 
especially if your shields are a little on the 
low side. 


Here you’ll find 100 credits - which Is 
nice but hardly essential - and a key - 
which is absolutely vital. Get them both. 
Because you can. 


The home straight, and suitably tough. 
To complete this very last bit of Level 
Two use the key in the lock. As soon 
as you’ve done that draw your gun, 
turn left and start shooting at the 
approaching ball. 
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And then afterwards 



So tell me why have you been standing here while I save the 
entire city time and time and time again? 


Once you’ve completed all five missions you have to 
make your way back to the bar. Go outside the bar - 
where you first met Jack - and find him again (It looks 
as if he’s been standing there ever since you last 
spoke). Give Jack the money and then he’ll cough up 
your fake papers. 



Is this the Catchphrase applications centre? Oh, so it’s like 
Catchphrase but you get to kill people. Smart, sign me up. 


Now head back to Europa and make you way to the 
Cyber Tower desk. Hand the man in the ticket booth 
your papers. You will now be able to enter this killing 
game show - for which the prize is of course, a ticket 
back to planet Earth. 


flashtodir 


solution 


part two 


level 



This is a straight forward shoot out. You 
have to work your way through the eight 

levels of the Cyber Tower, killing everybody _ 

(and anything) else you meet. The tower is a 
circular affair and all the levels loop back on themselves. If you get stuck 
going in one direction, try to double backing on yourself and going the other way. 

The important objects on this level are all familiar friends, namely energy generators, 
save posts, sensors and switches. The energy generators are vital because they can 
replenish your shields. As there Is an Infeasible amount of shooting going on here, you 
will need every bit of protection you can get. Use them whenever possible. In fact go 
back for extra shields if the next section looks even the slightest bit daunting. Save 
posts are of an obvious benefit and once again should be used every time you walk 
past one. If you die on Cyber Tower level Three you do not want to have to start from 
the beginning of the level again now do you? 

Once again use stones to keep sensor doors open. Switches in the Cyber Tower 
often operate devices quite a distance off, so flick everything on at every opportunity. 


There are a bunch of other Cyber Tower contestants in the arena. 
Be ready for a major gun battle any time you stumble across one. 
Be alert though, fighting two of these people Is fatal. Make sure 
and wait your moment and then fight them one at a time. 


There’s a trap 
here, which 
opens the 
hatch just to 
the left. Be 
ready to jump 
when you walk 
through it. 


Now if you’re crafty it is actually possible to trap one guard, so 
you can then kill other in relative safety. It is possible to top them 
both at the same time, but why take risks? 




START HERE: 

Then wend your 
way skywards to 
complete the level. 

































The final showdown. Only two 
tips here: keep rolling and 
shooting; and stay lucky. 

That’s it, good luck. The level’s 
over when you kill this guy. 


A shield generator! Ah, only 
kidding, it’s actually a switch 
for the door above. Sorry, 
couldn’t resist that. 


This is virtually the end of the level, so 
take your time. Try to kill these two 
guards separately. 


Save your game here. Don’t wait, don’t 
think about it, just do it. 






Time to die. A guard and two 
spheres wait here and you 
have to bag ail three of them 
to make your way past the 
double doors ahead. There’s 
no hiding at this moment 
though, just get stuck and in 
and get them out of there. 

/ f 

When you cross this trap the 
overhead door will open. This 
leaves you fighting a sentry 
sphere and a guard. If at all 
possible try to shoot the 
sphere first and then deal with 
the guard second. 


There’s a mine 
hidden in here. 
Try waiting for 
^ the guards to 
climb up to the 
platform and 
letting them 
blow it up. 


X 
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A shield generator, double 
plus -good. As you adjust to 
the kill or be killed 
atmosphere of the Cyber 
Tower, thisis really handy. Go 
on give your shields a treat, 
give them a charge. 



The Cyber Tower is about as 
cylindrical as you like so you can 
double back on yourself if It is 
looking hairy. This also explains why 
our map has all these arrows 
hanging about ail over the place. The 
red arrows show screens that link. 





.. . 



next month 


Conrad returns to Earth 
and he’s not massively 
amused. What will the lad 
do? How can things get 
any tougher?Get ready for 
lots of running, rolling, 
shooting, ducking, 
smashing and well... taxi 
catching action this time 
next month. Actually we’ll 
be back In 28 days time. 
Don’t worry though, we’ll 
deliver Conrad from this 
hell and back to the real 
world and back to basics. 
What an awful thought. 



































In the on going saga that is the solution we give you 
the complete solution to this great RPG. Can you fight 
the gang boss and defeat the vampire? Well you can if 
you follow our advice that’s the whole point of giving 
your reading this, fool. 


chapter 2 



the Caryards 

ou find yourself in the Caryards. You 
have been brought here by Glutman as a 
way of getting you off the streets until 
you can collect yourself, improve your 
skills and get some money. 

There are four main areas in the Caryards. The 
first is the area where your bed is, this is where 
you begin Chapter 2. The second is the main area 
of the Caryards, here you can talk to the 

inhabitants and find out about The King etc. The third is the random combat room, off the bottom 
right of the yards and the last is the Arena. This place is important as it allows you to build up your 
stats and collect money by fighting for the crowds. 

In the Caryards you have certain priorities, you should collect money and KARMA from the Arena 
combat and you should learn the negotiation skill from the Arena manager. 

You will not be allowed out of the Caryards unless you pay the King or you defeat him in Arena 
combat. The amount of money the King asks of you depends upon your NEGOTIATION SKILL level. 
You can learn NEGOTIATION from the Arena manager. 

The little kid will sell you SLAP PATCHES for 100 nuyen each if you ask about HEAL. If you do not 
already have the HEAL keyword, you can obtain it from the Arena manager when you have lost a 
fight, which some might say is a high price to pay. 


the arena 

At the far right of the Caryards is the Arena. 
Money is offered for agreeing to take part in 
combat. The amount of money you can win is 
increased for each 
successful combat you 
take part In, as does 
the difficulty of the 
opponent. There are 
nine opponents and 
you can fight the King 
at any time. 

You only need to 
answer YES when 
prompted by the Arena 
manager in order to 
fight. You can get the 
KING by asking the 
WOMAN in the 
Caryards about 
CARYARDS. You can 
ask to fight the King by 
mentioning his name. 

Defeating him will save you money by not having 
to pay him when you leave the Caryards 
although you will need to have built up your 
attributes. 


TIP: Kill the King before having to fight the guy 
with the machine gun. Go and buy a shotgun 
and some armour from the weapons shop 
around the corner and save all other money. 



sputnik 
bar 

When you have made it 
out of the Caryards go 
into the Sputnik Bar 
right next to the 
Monorail Station to 
gather information. 

street doc 

When walking down 
the long street which 
contains the shops turn 
right into the alley and 

visit the doctor. Ask to have your head examined 
in order to get your DATAJACK fixed. The doctor 
will fumble the operation and set off a cortex 
bomb. This will require you to find a doctor to 


disarm the bomb although this will then open up 
other areas of the game. The only doctor who 
can repair your head is In Chapter 3. 

gunshop 

You can upgrade you weapons and armour here. 
You can also sell your old weapons and armour 
to the dwarf by GIVING them to him. 

talisman shop 

You can buy various items here to help you 
collect together a number of talismans including 
a stake, that’s the vampire call, not the rare or 
medium sort. 

All of the items in this shop will be helpful later 
in the game so make sure you’ve got enough 
cash to buy them. Now make your way to the 
Monorail Station 
and go to Chapter 
3 (Daley Station). 



TIP: In the 
Talisman Shop 
there are four 
items, the Stake, 
the Black Bottle, 
the Blue Bottle and 
the Green Bottle. 

The Stake is used 
to kill Vlad in the 
Dark Blade run. 

The Black Bottle is used to pick up the Ink that 
is left when you kill the Octopus In the Docks 
area. The Blue Bottle Is used to get some water 
from the fountain in Chapter 1. 

Blue and Green Bottles are used to collect the 
clean (fountain water from the City Square) and 
the unclean (toxic water from the Ship) to be 
used as a talisman for the INVISIBILITY SPELL. 

Black Bottles are used to collect the 
OCTOPUS INK after killing the Octopus on the 
wharf. Combined with the mermaid scale found 
on the wharf this gives you a talisman for the 
FREEZE SPELL. 

Stakes are used to threaten VLAD the vampire 
found at the Dark Blade Club. 
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chapter 3 

monorail station 





Upon arriving at 10th Avenue Station you will be 
met by two assassins, if you defeat them you will 
find out that they belong to a gang called the 
Rust Stilettos. This gives you the RUST 
STILETTOS keyword. Examining one of them 
reveals a key for you to pick up. 

As you walk through the station a dog 
apparition will appear to remind you to seek the 
Dog Spirit, otherwise you will be lost. In order to 
get into the Jagged Nails Club where KItsune is 
a performer you must successfully complete a 
run. The only run possible at this stage is to raid 
the Rust Stiletto’s hideout and then Interrogate 
their leader. 


street doc 


At this stage your 
priority should be to get 
the cortex bomb 
disarmed. To do this 
you must exit the station 
to the bottom right, walk 
through Daley Plaza to 
the right, cross the road 
and continue right past 
Aneki and then enter the 
building next to the 
screen. 

In here you should 
ask the secretary about 
CORTEX BOMB and she 
will open the door to the 
doctor’s office for you. 

Once inside the doctor’s office you should ask 
the doctor about CORTEX BOMB and he will 
offer to defuse It for only 2000 nuyen. Once he 
has completed the operation he will tell you 
about MATRIX SYSTEMS and offer to sell you 
cyberware. Once you have had your head fixed 
you should return to the Wastelands Club and 
hire yourself a runner to help you defeat the 
Rust Stilettos. 

You can also buy BOOSTED REFLEXES and 
LEADERSHIP with the money you have saved 
from the Arena. 

wasteland club 

The barman has information relating to 
shadowrunners and the Rust Stilettos gang. He 
will tell you there is no ICE for the drinks. You 
will also be able to talk to some shadowrunners 
who frequent the club. You should hire some 
runners and go and take out the Rust Stilettos. If 
you don’t think that you could defeat the Rust 
Stilettos yet you should make your way to the 


hotel next to the Jagged Nails club and rent a 
room for 50 nuyen. 

The runner JETBOY can be found here. He is 
useful for the DRAKE run since he will find 200 
nuyen which no one else will find. 

rust stilettcs 

From the Wastelands Club you should walk up 
and right to the Rust Stiletto’s turf. You are near 
the hideout and they won’t let you go any further 
without beginning combat. Make sure you have 
some runners with you If you plan to storm the 
hideout, otherwise back off. 

Defeating the gang leader in the second room 
of the hideout will award you a password to 
Drake (the chap who hired the gang to kill you). 
This password can be used to open the elevator 
door in the foyer of Drake which leads to the 
upper floors, there is no other way In. 

Just before you enter the gang leader’s room, 
you will find a crowbar that one of the gang 
members was carrying. (Remember if you take 
JETBOY on this run he will find 200 nuyen that 
no other runner will find). 

jagged nails 

Once you have defeated the Rust Stilettos you 
should return to the Jagged Nalls Club and talk 
to Kitsune. She is the singer on stage and can be 
talked to by tagging her. She will appear next to 
you where you can talk to her. 

Kitsune was the music user who healed you at 
the start of the game when you were attacked by 
the gang. She will give you Enchanted Leaves 
which are one of the three items needed to give 
to the dog spirit. The 
others here are the Dog 
Collar from the dog In 
the Town Square in 
Chapter 1 and the 
Magic Fetish from the 
shaman In the 
Graveyard. 

Kitsune Is very good 
to hire as once she 
follows you on a 
successful run she falls 
In love with you and 
follows you on 
subsequent runs free of 
charge. 


dog spirit 

When you have got the Enchanted Leaves off 
Kitsune you should make your way to the Dog 
Shrine in the docks area. To get there, keep 
walking to the right, past the Drake building and 
then down to the left of the docks area. The Dog 
Shrine is in one of the warehouses on the 
second dock screen. 

In order to enter the Dog Shrine you must 
have the three items requested by the Dog in 
Chapter 1, Otherwise you will be turned away. If 
you do have them you will be granted the HEAL 
spell by the Dog Spirit. 

After giving you the spell the Dog will talk to you 
an send you to kill the Rat Shaman to prove you 
are a friend. 


dark biade 

Go into the Dark Blade. Just inside the entrance 
you will find a doorman. Now there are two ways 
the Dark Blade can be tackled and unfortunately 
neither includes running away: 




1. You can talk to the doorman and mention that . 
you are here about the Magic Fetish. He will then 
direct you to the room on the left where you can 
talk to the head vampire. The head vampire will 
trade you the name of the Jester Spirit for the 
Magic Fetish. 

If you give Vlad the Magic Fetish he will walk 
through the wall and take refuge In the 
underground crypts. The name of the Jester 
Spirit he has given you at this point is FALSE. 

2. You can walk Into the Dark Blade and start 
blasting Immediately. The entire building will be 
alerted and be put on combat mode. The 
doorman will shoot back and the vampire will 
not be in the reading room but in the crypts. 

If you walk into the Dark Blade and do not talk 
to the doorman he will begin combat. 

Go to the room on the right and you will find a 
key and a jacket. The key will allow you to enter 
the lower levels of the Dark Blade. 

The experienced player would walk in and begin 
shooting straight away since the ‘polite’ way of 
entering the Dark Blade Is just a ruse. 

Once you have made your way Into the 
underground crypts of the Dark Blade, you 
should fight your way to Vlad, stun him with the 
strobe lights and threaten him by USEing the 
Stake. He will plead with you and then you tell 
you the incorrect Jester Spirit name. You must 
repeat the procedure In order to be told the 
Jester Spirit’s true name (LAUGHLYN). 

If you repeat the procedure a third time you 
kill him and get the money. 

docks 

When you are ready to make the trip to 
Bremerton, go to the docks. 

When you talk to the Taxi-Boat driver he will 
refuse to take you to Bremerton since the waters 
are filled with mermaids who are attacking 
anyone who ventures near. They are there 
because they like the warm run off from the 
sewers. Talking to the boat driver gives you the 
DOCKS keyword. 
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Once you have learnt this piece of information, 
the conversation for the Wastelands Barman will 
have changed. The man with the ice has 
delivered and is present in the club. You can talk 
to him and pay him 1000 nuyen to dump a tonne 
of ice into the bay. 

Next time you go down to the docks there will 
be an Ore standing between you and Taxi-boat 
driver. Killing this Ore causes him to drop some 
EXPLOSIVES, for you to pick up. 

Now talk to the Taxi-boat driver and give him 
the DOCKS keyword. The ice will have cooled 
the water sufficiently to disperse the mermaids 
and he will agree to take you (for a price) to 
Bremerton and therefore Chapter 4 

chapter 4 


the safe. Which could well point you in the right 
direction as to what to use when you need to 
dissolve toxic sludge. 

Now go to the other safe. This is guarded by 
four Ores who are near impossible to defeat. 

You must trigger two buttons on the wall, trigger 
the second switch first, this closes the airlock, 
and then go back to the first switch and trigger, 
that to fill the chamber with water. Once the 
chamber is full you can trigger this switch again 
to flush the water out. Then you should continue 
down the stairs, pressing the second button on 
the way past to open the air lock. 

The Ores have drowned and you can walk in 
the room. Set the Time Bomb on the safe and 



This chapter involves combat by making your 
way through the ghost ship, down into Its sub- 
levels, through the spirit world and up to the 
Jester Spirit. If you do have the Jester’s true 
name, you’re in trouble... but you can always run 
away and fight your way off the ship to the pier. 

To get into the ship, use the crowbar found at 
the Rust Stiletto’s hideout to pry the door on the 
top deck on the far left. 

To dissolve the toxic sludge in order to get 
into the spirit world you will need the toxic 
dissolver, which is always a surprise. 

First go down the left flight of stairs which 
leads to a room with only one Ore guarding a 
safe. Kill the Ore and use the key you find on him 
to open the safe. Get the detonator in the safe, if 
you have both the detonator and the explosives 
these items disappear from your Inventory and 
are combined as the TIME BOMB. 

There is an empty bottle of toxic dissolver in 


stand back. Inside the safe is a bottle of Toxic 
Dissolver, which is always handy. 

When you reach the Jester Spirit he will attack 
you, subdue him before you can talk to him. 

Use a SUMMON SPIRIT spell from a distance 
In order to defeat him. 

When subdued he will allow you to talk to him. 
He will say “You should not have come here. 

You are no match for the Jester!” This is a sign 
that he can now be tagged and you can try to 
utter his name. When you have spoken his true 
name he will be defeated. Now ask him about 
DRAKE (which Is where you want to USE him). 
Once you have done this he will turn Into an item 
that can be USEd from your inventory. He will 
also give you the VOLCANO keyword which is 
needed to reach the volcano from Drake. 



drake corporation 

You will eventually have to launch an assault on 
Drake Corp in order to gain money, information 
and the means to travel to the Drake Volcano in 
order to defeat Drake da Dragon! 

You can attempt this run as soon as the Rust 
Stiletto’s gang member gives you the code to 
get through the first Matrix game in the first floor 
foyer, although when you get to the roof you 
cannot take the helicopter anywhere. Unless you 
have the VOLCANO keyword obtained from the 
Jester Spirit in Chapter 4. 

Making your way up Drake Towers you have 
to kill anything that moves on each floor and 
then test which terminals will allow you to deck 
in. Then you play a Matrix game in order to get 
money, information and unlock the lift to allow 
access to the next floor. 

The run Is considered a success when you 
reach the roof of Drake Tower and find the pilot 
standing next to the helicopter. If you take 
Spatter on this run he will turn on you on the 
fourth floor when you will have to kill him. 

chapter 5 

Chapter 5 is reached by taking the Drake 
helicopter from the roof to the Drake Volcano. 
You must battle your way through the sub level, 
enclosed spaces filled with guards, automatic 
sentry guns and locked doors. You must jack 
into the Matrix to get information, open doors 
and phone numbers, such as that of the 
powerful Mage Akiml. 

You must defeat Drake da Dragon by using 
the Jester Spirit. This is a cinematic combat 
resulting in Drake being turned to stone. Once 
you have defeated Drake you will be able to walk 
into the next room and Professor Pushkin will 
explain about the data in your head when you 
ask him about HEAD COMPUTER. He will say, 
“Let’s go kick some butt!” 

chapter 6 

the aneki building 

Even though it stands in Chapter 3 you cannot 
storm the Aneki building until you have 
completed the Drake Volcano. When you have 
done this Professor Pushkin will give you a 
password for the Matrix to activate the first 
floor elevator. 

Make your way up the building a floor at a 
time, killing everything and jacking Into any 
terminal that will let you. Use the Matrix to get 
money, information and allow access to the 
next floor. 

Once you are on the sixth floor you have to kill 
all the bad guys guarding the Aneki Al 
Computer. You can then jack into the Al 
Computer, If you defeat the main CPU you will 
be able to download Professor Raltsovs ANTI-AI 
programmed defeat the computer. 

The computer then blows up in a cinematic 
sequence. Jake hightails it to the roof where he 
meets Aneki and his guards about to make an 
escape in the chopper. Any remaining runners 
bite the dust, Jake kills Aneki’s bodyguards and 
then Aneki and makes it into the chopper just as 
the roof blows. 

The credits roll and the cast of the game is 
shown, you are congratulated. Turn off the SNES 
and make a cup of tea feeling rather smug. M 
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WarlocK Zone 2 

Statue of the Cat 


You won t be able to cross the river with just 
one pair of sandals, so what do you do? You 
get an extra pair from the store. 


Next to the Sauna on this level you will find a 




Warlock Zone 1 
The Mystical Ghost 

At first a number of places will be closed, 
once you have defeated the Mystical Ghost 
come back again and they’ll be open. 

Find the temple Bell about half way 
through the level and hit it 
with your weapon, all the Fire 
Balls turn into special items. 

The Mystical Ghost attacks by 
throwing plates, hit them with 
your weapon and you will fire 
back at the boss. Alternately you 
can jump the plates, the far left 
and right of the screen are the 
best places to stand when you are 
dodging. 


small building. Break down the door with your 
weapon and you hey presto (stop that right 
now. Ed.) sorry, a secret passage is 
revealed. Through here is a gold 
statue, although without three pairs 
of sandals you won’t be able to get 
to it, so get another pair. 

Lantern Man, while being easy to 
spot on a dark night is no friend of 
the good, you must destroy this 
evil man. First go for the white 
lanterns and then the red ones 
(stand on the ledge if you want, 
the only things that will harm you 
are bullets or touching the 

lanterns). Once you’ve got rid of all 
the lanterns shoot Lantern Man in the 
head with coins or stars (depending 
on which character) go on Lantern 
Man will thank you one day. 

Warlock Zone 3 

The 

Amusement 
Park 


If you want you can streak straight through 
this game, although there seems little point in 
doing that if you’ve shelled out cash for the 
pleasure of playing. There are plenty or 
diversions to be taken at the different stalls 
and you can even make money. 

Towards the end of the zone there is an 
Octopus guarding a bridge, well I say 
guarding but actually he seems to be messing 


around. You can quite easily get behind him 
and shoot him in the head and kill him. 

There’s no real point to doing this but hey, 
he’d do the same to you if he had chance (not 
that he has mind you). 

Warlock Zone A 


Defeat Otafuku 


To do this you must repeat 
Otafuku’s name 3 times without 
giggling or saying anything that 
resembles a rude word. This is 
quite patently a lie. 


The deer can hurt you but if you 
hit them it will set you back £30 so 
keep away from them and wish 
them ill luck. 


In one of the weirdest game view 
shifts ever, jump on the switches 
and rotate the room to reveal a way 
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out of the zone. When the Sumos eventually 
surface all you need to do is run underneath 
the fireball they are throwing to each other 
and then hit them in the face, don’t worry 
about this they are hugely overweight and if 
you don’t point this out then they’ll suffer in 
their forties. 

Otafuku is the chap who keeps whizzing in 
and out of the screen. Stay on the left of him 
and when in his final attack his face balloons 
out ask yourself whether this is the result of 
an all rice diet and stay on the extreme left of 
the screen. 

Warlock Zone 5 

The Ninja Castle 

The caves you find early on lead to different 
hidden locations, though you’ll have to avoid 
the wild boars that live inside them. 

The ninjas in the trees are lobbing dangerous 
bombs and they are pretty good shots, keep 
moving and you should be OK (said the 
tipster trying to wash his hands of such a 
useless tip). 


The ninjas on the kite attack in 
groups of two and have different 
attack patterns, nonetheless they 
are pretty easy to avoid and ail 
you need to do is keep hitting 
them or use your missiles to hit 
them from a distance. 

The final ninja is the difficult one, 
he’ll hop up and down the kite but if 
you use your missiles against him 
he won’t last too long. 

Warlock Zone e 

The Wig Man 


To get to the latter half of this zone you have 
to buy a pass from the store next to the 
secret maze, it’ll set you back £980, but there 
are lots of potential mugees around so it 
shouldn’t take too long getting the money 
together. 

The first bad guys are the old warriors, stay in 
the middle of the screen and keep lashing 
out. Then when you get to the chap who 
throws leaves at you, jump over a leaf and 
then deliver a blow and keep that up until he 
goes home. 

The level boss first appears in a box (a la 
Bowser, or Sherilyn Fenn for that matter). 
When the box lands hit it and then hit all the 
leaves that fly out of it. Eventually you’ll 
destroy the box at which point the boss 
attacks you by throwing his wig at you, or by 
spitting out poisonous gas. 

Make sure you stay about a third of the 
length of the screen away from him, this way 
you can jump the gas clouds, if you are too 
far away or too close you’ll hit it whenever 
you jump. While doing this fire out with your 
missiles. 

Warlock Zone 7 

The White Mirror 


playing guides 


First off stay out of the water, unlike Rolf 
Harris these modern heroes can’t swim. 

The boss here is a very difficult to kill sea 
snake, stay as far away as possible and hit 
his head with all the missiles you’ve got. 

Make sure you’ve collected enough money 
because when it runs out you have to run in 
close and hit the boss on the head and then 
leg it away. 

When it comes to this level, as they said at 
Cloppa Castle “Be prepared to stay a while.” 

Warlock Zone B 
Save the Princess 

The first thing you have to do is buy a book 
from the store next to the king, this will allow 
you to understand just what the old monarch 
is going on about. After this take a swipe at 
all of the lions outside the castle to reveal 
hidden areas and make sure you have three 
pairs of sandals so that you can retrieve the 
goodies in them. 

As soon as you get 
into the second 
half of the level 
get nimble, right 
from the off you 
should be ready. 
Once you land 
on a moving 
platform duck 
and jump 
again. 

Unfortunately 
we can’t do 
this for you 
but stick with 
it and soon this 
section will be the easiest part 
of the level. Still by that time you’ll be 
worrying about the rest of the level. 

When the first boss starts sliding across the 
screen you have to jump over the lowest 
segment of his body and then whack his 
head, this will kill that head and make the 




highest 
section his head, 

repeat until you’ve killed five heads 
or you’ve had a nervous breakdown, 
whichever is soonest. 

Once you’ve killed the heads you’ll drop to 
the next section. Then hit the next boss’s 
head as much as possible and stay close and 
keep him zig zagging, eventually you’ll move 
onto the next zone. 

Warlock Zone Q 

The End 

You will be released from prison by the ninja 
lass you helped back on level 4. Head straight 
for the ruler’s prison where you will be told, 
by the the ruler no less, about a secret door. 
Until you are told about this you won’t be able 
to find it, mark my words. 

Through the secret door you’ll find two 
bosses from earlier - Lantern Man and 
Otafuku (our favourites). Well you know how 
to kill these so I won’t harp on though after 
these there is a third boss. 

He rides on screen and starts shooting 
arrows, hit the arrow as they drop and they’ll 
destroy his mount, but not him. He will then 
employ rolling and bouncing attacks. Jump 
the rolling attack and duck under the 
bouncing ones and then strike whenever he’s 
not rolling or not bouncing. 

Keep this up and eventually you’ll win 
through and go to the end sequence which 
you can tell all your friends about, see it’s not 
that difficult is It? H 
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ONE STEP AHEAD GAMING 

O.SJ\ Gaming, PO Box 79, Haslenieto, Sonny. GU27 3YZ. Fax 0428 654856 


WE DEAL IN THE BEST! WE DEAL 
IN SUPER NES, USED AND NEW. 

Phone OSA Gaming 0W and receive 
FREE membership to the fastest growing 
used gaming club in Great Britain. 

Why pay Full price For a new game, when you 
can trade in unwanted games For money oFF, and 
why pay new prices iF it’s an older title, buy a 
used copy! We guarantee everything bought 
From us, new or used. All latest games in stock 
For trade-in or j tg^j^ ~|ew. Here is a selection 
oF our used gamesfmany more in stock. 

USED GAMES 
SFII TURBO 1 I 
TOURN. FIGHTER £ 


CLASSIC GAMES 


.OOi SIM-CITY 


£26.00 


ALADDIN 
SECRET OF MANA 


SUPER TENNIS £25.00 
ZELDA 3 £27.00 

PILOT WINGS £26.00 


Viewing and triai at VIDEO HUT, Hasiemepe. (Shop prices may vary). 


Opening times: Mon - Sat 10am - 7pm, Sun/Bank hols 11 am - 6pm. Please add £1.50 for games and 
£10.00 for consoles P&P. Please make all cheques and postal orders payable to O.S.A GAMING 
We aim to despatch games 1st class, recorded delivery within 24 hrs of payment clearance. 


BEARSTED GAME ZONE 

^ s.-- ■: K ■■ -:^OWDO^ p\5^K,Mvn>SrONE 

OPENING HOURS 

11am - 7.30pm MON - THUR 11am - 9pm FRIDAY 9am - 5.30pm SATURDAY 


^ALL TITLES LISTED ARE U.K.* 

SOME EXAMPLE PRICES, CALL FOR ANY OTHER UK TITLE 


AREO THE ACROBAT 

47.95 

MYSTICAL QUEST 

35.95 

AGURI SUZUKI FI 

43.95 

NHLPA HOCF^Y *93 

38.95 

ALADDIN 

43.95 

NIGEL MANSELL 

35.95 

ASTERIX 

38.95 

PARODIUS 

34.95 

BATMAN RETURNS 

42.95 

PEBBLE BEACH GOLF 

43.95 

BUBSY 

35.95 

PGA TOUR GOLF 

38.95 

BULLS Vs BLAZERS 

38.95 

PLOK 

CALL 

CHESSMASTER 

41.95 

POP ’N’ T’WINBEE 

42.95 

CHAMPIONSHIP POOL 

43.95 

RANMA 1/2 

42.95 

COOL SPOT 

38.95 

ROAD RUNNER 

34.95 

DAFFY DUCK 

43.95 

SENSIBLE SOCCER 

CALL 

DRACULA 

38.95 

SHADOWRUN 

47.95 

DR FRANKEN 

42.95 

STREETFIGHTER 11 TURBO 

53.95 

FI POLE POSITION 

CALL 

STRIKER 

41.95 

FLASHBACK 

42.95 

SUPER BOMBERMAN 

38.95 

GOOFTROOP 

43.95 

SUPER MARIO ALL STARS 

43.95 

INT TENNIS TOUR 

43.95 

SUPER PUTTY 

42.95 

JURASSIC PARK 

47.95 

SUPER STAR WARS 

43.95 

K.K’S PLAYER MANAGER 

42.95 

SUPER TENNIS 

34.95 

KING ARTHURS WORLD 

39.95 

TERMINATOR 2 

40.95 

LAMBOURGHINI 

43.95 

TINY TOONS 

42.95 

LAWNMOWER MAN 

42.95 

TOP GEAR 2 

42.95 

LEGEND OF MYSTICAL NINJA 

38.95 

TOURNAMENT FIGHTERS 

49.95 

LEMMINGS 

43.95 

TRODDLERS 

38.95 

LOST VIKINGS 

35.95 

TUFF E NUFF 

43.95 

MAJOR TITLE 

42.95 

WWF ROYAL RUMBLE 

53.95 

MEGALOMANIA 

41.95 

YOSHl’S SAFARI 

35.95 

MICKEYS MAGICAL QUEST 

52.95 

ZELDA 3 

34.95 

MR NUTZ 

42.95 

ZOMBIES 

42.95 

MORTAL KOMBAT 

52.95 

4 PLAYER MULTITAP 

22.95 


PART EXCHANGE WELCOME. LARGE SELECTION OF 
USED TITLES AVAILABLE. 


Hease make ehequeti/P^O'S pavabk to Hearslead Crame Zone 
P&P £1.50 (Reirdcd deUven) 

V\'e also Slock Megadrive 



24 Beechwood AvenuB, Potitefiract, West Yorkshire WF8 4ED Tel: 0977 795828 


SUPER NES SOFTWARE 

Adventures Of Dr Franken.40.99 

Aladdin.47.99 

Andre Agassi Tennis.43.99 

Asterix.39.99 

Batman Returns.43.99 

Beethoven.43.99 

Boxing Legends Of The Ring.44.99 

Bulls Vs Bfazers.40.99 

Carmen San Diego World.49.99 

Caveman Ninia - Joe & Mac.43.99 

Chuck Rock.43.99 

Clay Fighters.54.99 

Clifmanger.43.99 

Cool Spot.41.99 

Crash Dummies.43.99 

Daffy Duck.CALL 

David Crone Tennis.40.99 

Desert Strike.43.99 

Dino City.40.99 

Draculo.43.99 

Earth Defence Force .40.99 

Equinox.43.99 

Exhaust Fleot.40.99 

Flashback.43.99 

Football.43.99 

George Foreman's Boxing.43.99 

Gods.44.99 

Home Alone.40.99 

Home Alone 2.40.99 

Hook.43.99 

Hunt For Red October.44.99 

Jimmy Connors Pro Tennis Tour.34.99 

John Madden '93.40.99 

Jurassic Park.43.99 

Kick Off.40.99 

Kings of Karura.43.99 

Krustys Fun House.40.99 

Last Action Hero.43.99 

Lownmower Mon.44.99 

Legends Of Mystical Ninja.40.99 

Letnal Weapon.40.99 

Major Title Golf.40.99 

Mickeys Puzzle.49.99 

Might & Magic.53.99 

Mortal Kombat.53.78 

NBA All Star Challenge.43.99 


NFA Quarterback Club.53.99 

Pitfighter.26.99 

Pop N' Twinbee.43.99 

Populous.40.99 

Powermonger.43.99 

Pushover.35.99 

Race Drivin.40.99 

Robocop 3.40.99 

Robocop V Terminator.44.99 

Sensible Soccer.43.99 

Secrets Of Mona.49.99 

Snow White .43.99 

Streetfighter 2 Turbo.52.99 

Striker. .40.99 

Sunset Riders.43.99 

Super Battle Tank.40.99 

Super Bomberman.43.99 

Super Empire Strikes Back.51.99 

Super James Pond.35.99 

Super Kick Off.40.99 

Super Putty.47.99 

Super Smash TV.40.99 

Super Strike Eagle.43.99 

Superswiv.40.99 

Tasmania.44.99 

Terminator 2 Judgement Day.43.99 

Test Drive 2.40.99 

The Addams Family.40.99 

Tiny Toons Adventures.43.99 

Toys.40.99 

Troddlers.40.99 

Trolls.43.99 

Virtual Soccer.47.99 

WCW Super Brawl Wrestling.43.99 

WWF Wrestlemania.40.99 

WWF Royal Rumble.53.99 

Warpspeed.40.99 

World Class Rugby.40.99 

World Cup Soccer.43.99 

Young Merlin.40.99 

Zombies Ate My Neighbours.47.99 

Kevin Keegan Player/Manager.40.99 

Please make cheques payable to Unlimited Software. 

Cheques need 7 day clearance. 

Any games with faults will be replaced 
P&P £1.00 per item 
No cadlers please 


NES SOFTWARE 


Action in New York.35.99 

Adventures of Dizzy.26.99 

Adventure Of Dr Franken.26.99 

Barbie.30.99 

Bartman/Rodiooctive Mon.35.99 

Batman.36.99 

Bignose The Caveman.26.99 

Castelian.19.99 

Crash Dummies.35.99 

F-15 Strike Eagle.26.99 

Fantastic Adventure Dizzy.26.99 

Ferrari.19.99 

Fire Hawk.26.99 

George Foreman's Boxing.19.99 

Gumshoe.12.99 

Home Alone 2.19.99 

Ikari Warriors.22.99 

Incredible Crash Dummies.35.99 

James Bond Junior.35.99 

Jurassic Park.26.99 

Kick Off.22.99 

Micro Machines.26.99 

Mig 29. 26.99 

Monster in my Pocket.22.99 

North And South.14.99 

Prince Valiant.19.99 

Quattro Arcade.26.99 

Smash TV.35.99 

Street Gangs.35.99 

Super Adv Quest.26.99 

Super Sports Challenge.26.99 

Terminator 2.35.99 

Trog.26.99 

Ultimate Stuntman.26.99 

Wild Gunman.27.99 

WWF 4 .35.99 

WWF Steel Cage Challenge.19.99 

WWF Wrestlemania.19.99 





































































































































miki berenyi 


pWays be the option to play 
pny 10 year-old boys 
1 in a computer game, but I 
the other way round as 


Miki enjoying a rest afl 
the grilling. ^ 


of lush 


How do you fejei about the s^rt of female 
characters that app^r^WNintendo games? 


I’m not that impressed, m general. In some 
games you get the option of whether to play a 
male or female character - I quite like that as I 
always play the female. 

They tend to make the girl characters really 
sexy though, so it isn’t really for a girl to 
identify with the main character, it’s really for the 
bloke who wants to play a female character 
because it hasn’t got many clothes on and will 
give him a chance to look at something sexy 
while he’s playing 


Do you think there should be more games 
where the character you play is 
automatically female, se^i^li^^fTO^filiTO 
are so many where the^liaracter is 
automatically male'^^V^ - 


I think there should 
either. I can’t see 
wanting to play a 
actually think it w 




■mi-. 


interview 


How do you rate Chun-Li, the female 
character in Street Fighter II? 

I played that for the first time a couple of days 
ago and I couldn’t underst^d what;wasjgoing 
on at all. Funnily enough, I did play as^S&^liked 
her and the big Japanese sumo bloke ^ t^nda]. 

I thought most of the other character^ we1» ' 
pretty rubbish, but I thought thoseTwo we^ 
killer. Yeah, Chun-Li’s pretty good, dithoiigh iiH 
still annoyed me that when she wins her b^le j 
she jumps about in a really prattish, gldie way. I 

Nintendo dd cjaimXto bf trying to cut downs 
on sexism in^ames. ^ W 

Do you think thing^liave improved at almn 
recent years? 

I think things have definitely improvedJtj^ 
difficult to judge as a loi of Nintendo '^mes 


well. I suppose when you’re older it doesn’t 
matter as much, but I’m sure younger children 
would prefer to play characters of their own sex. 
They should just try and make the girls look a lot 
cooler, rather than the usual bikini blonde types. 
























Oh Gf&d, no. If 
that’s the way they 
want to go they 
should bring out 
one called Super 
Mario Changes A ' 
Plag for the btokes. 
That’s ridtcufous. 


A few years ago, only the odd heavy metal fan with 
more eczema than personality 
__ would admit to liking adventure 


i ■ / like g^mes to bedtfffeult, as long a| the solutions ane still logical. You0St a m 

of adventureslwith ric^ulousjtbiutipns^o problems. You knoW: hold an object in your If ft hand, 
mmething totally unreljated infyour right hand afid stalft on oife leg to get the door to open. That 
thing reallyj^ses m^Qff^hen iVs jue^a matter of tryin g everything^in ^our invejntory ujitil 


interview 


my favourite game 


Just imagine t^e scene. You have squired the power to create a computer 
game of your 6wn choosing atftt© sn^ of your fingers. What sort of game do 
you gqfor? Vyhat sort of character w^fyou cgiflip©*^ ^ 

What will the Objective be? W^j^ut Mf|i on tlje spot &nd this is what she 


“Adventures kre my favourite ^me gdnre, s^Td pi^ably create one of 
thoseil thinkithe only problermwith a Ipt of ^/venture games is they lack a 
certail^moypt of humour. It gets a bit\ corn^all that stuff about Zeus, 

Apoll(f the^^S^ord of Might’ a/te thmgi like tl^. I’d be more inclined to 
invent sometifing that was a bit furmier. I liked that ^^ SJmid^on game, for 
instande, where Bart was throwing tofu burgdt^ at people. Humour is so 
often lipking ^ adventures. V , ^ ^ 

Mayde this could be abou^oing on a pubctdmPYdinave to find 
the ‘My^ic Al^f South London’ or something along those lines. I think there should more 
exploratibn of cmferent characters that can be played in these games. Generally it’s always some 
dashing young f^o you play, which gets a bit boring. Maybe you could be a tramp, or a bag-lady 
trying to g\t her //fe together. Or you could play a young homeless person, trying to avoid 
exploitatiorf^nd su^ive on the streets on your own terms. 

The gamb^uld ^rt with you leaving home and coming to London, suddenly realising that 
you had nowh^e to Ime. You have to avoid all the dangers like drug addiction, find the places 
that are safe to^^ to. \ 

Someone shoM do tnbt: get loads of homeless people together and ask them about the 
problems they encounter, ^ut it out as a computer game that people can play and find out a bit 
of what it’s like to bh\homef^is;^all the money from sales of the game could go to the charity. 
Shelter. ” \ \ 


games. Nowadays some of the 

most entertaining and enjoyable gameplay in the knwn univ^e lurks within 
this once mocked genre. Zelda IV, for instance, stakes^a very stifong claim for 
the title of best Game Boy game of all time. Miki certainly seems\o think so... 

“I’ve got this real thing about platform games. I can’t stand the way you 
[ have to go right back to the beginning every time you mess^p. Aft^ a few 
I goes on a platform game I just get bored of it. All you’re realty doings 

I memorising what’s coming up and then just going through thBmotiixs to 
^ get back to the newest bit. Once you’ve got as far as Stage 4 \evel 3 W so, 

I I it takes you 45 minutes just to get back to that point from the ^art. Sor/ng. 
i\ I prefer adventures: games where you can save your positiok as yow go 
H along; games where you’re a/^yays gojbg to new bits; games w^ere yw 

■ I feel like you’re actually getting some)^here. \ 

■ I wm Zelda IV is my ^-^lme favourite. It BtaeiM you Qif really easy and then as 

you g^into it things get har&er and hkFder. It can ^t damagingly I 
H|r obse^ive, thmtgthYou get stuck at a point and it totall^meswbs 

yot//fw/?o/e gay up - you ca^ think 06outaiMhing s/se. Then suddenly: 
7 krtow, I’ll sprff^inThe dusf in the tjox, ma^e that’U work’. It works and 
; you’rGL^houting and ncrean^^^ ‘Yeeesss!’ J 


you ftn&whs^^Wbfks. - j j 

I still play Tetris quite a bit. A lot of games don’t really last, but Tetris is great with afl the j 
different options for doubles play and so on. I really like Super Bomberman, too, but f have to say 
that Zelda is my overall favourite. If they keep making games like Zelda, I’ll keep buying theip.” 


game zone 


seem to be cute platform games with asexual 
characters anyway. It doesn’t realfy botjiter me 
that much as far as Nintendo Is concerned. 

The company have reache^th(§ point now 
where their machines are starting to reach a 
saturation level in terms of male ownership. 
Purely from a marketing point of view, they 
no\AMieed to Jook towards attracting more 
players. One attempt that failed was the 
classic NES game Barbie Goes Shopping, 
You played Barbie and, basically, 
you went shopping. Is 
this the way 
forward? 


zelda IV - 
link’s awakening 


How about the 
innovative Game Girl 
(a Game Boy painted 
pink), sadly 
unavailable in Britain? 

That’s a bit stupid. I think 
a lot of the people who 
market things like that 
towards girls think that all 
girls are these frosty little pink things that sit on 
top of Christmas trees, which obviously isn't the 
case. The answer is not to make something 
‘really pretty’ so that girls If they’re 

going to invent a game^r girls that Ts directed 
more towards what girts do or what they 
suppose that girls like, It’s^ still got to have a ^ 
decent level of gameplay. It has to be exciting 
and Involving, and Barbie Goes Shopping 
doesn’t sound like it is. 

Okay then, sor||^hat sortVf y , rrnt ^ , 

you think Nint^do should be ^ ^ 

for girls? % v 

I don’t think they need to produce special games 
for girls, just improv^the gameplay, add the v 
option to play a female character and make^re 


girl characters more like real people. 

Having said that, most games these days 
seem to be platform games featuring cute little 
ru creatures. Games like that are 
clearly aimed at girls and boys. 


The world is full of platform 
games, with the odd 
adventure or sport sim 
thrown in. Do you anticipate 
a more diverse selection of 


Over here Nintendo is 
very much directed at 
children and teenagers, 
whereas in Japan 
people of all ages use 
the machines and there 
are plenty of programs 
aimed at adults as well as 
teenagers. I know a lot of people over there who 
are in their 40s and 50s and they own Nintendos. 
Everyone in Japan plays computer games. My 
grandfather plays Nintendo as much as anyone 
else and he’s 86! M 


Nintendo game styles in the future? 


Definitely. I think the problem with sticking to 
one type of game is that people get bored of 
them. You have to be so inventive. 

platform games thaUiome out 


are ideally sorry 
>T>rtatloosT>f 
previous 
Succosses.^T 
think^ey^v^ 
to broademoiitr 
and I'm sure 
wt^l do 


Yo[| Visit Japan 


quite li^t. How 
does vid^b^game 
culture over 
differ from the w^ 
things are in 
Britain? 


Miki Berenyi was talking to Adam Peters. A new 
single from Lush Is due out In late March/early April, 
to be followed by an album a month later. If they can 
stop playing Zelda for long enough to mix it. 


C GflmEgPMBX 6?"^ 
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first-timers 

playmates... 

...had some nice projects to shout about. 
Firstly, they’ve bagged the license to bring 
SNES players the game of the highly-suc- 
cessful (in a Star Trek kinda way) Star Trek 
Deep Space 9. Role-playing action/adventure 
is the projected game style, inviting players to 
step into the Starfleet regulation long-johns of 
Odo, Sisko, Kira, O’Brien and Dax. Although 
only a one-player game, the inclusion of logic 
puzzles as well as some good old fashioned 
“action” (tool up chaps) promises to make 
this game last you a while. 

What else do Playmates have up their 
sleeve? There’s Exo Squad, again for the 


or Griffers was drafted in to “maximise the 
sense of realism”That hasn’t stopped 
Nintendo. Oh no. Instead of adding laser 
death or finishing moves, they’ve decided to 
add the ability to make your batter “blow bub¬ 
bles” (NOT in the Michael Jackson sense) 
while waiting to receive a pitch. 

The result? Evidently this is as realitsic as 
baseball gets, sports fans. 

Next up is Super Metroid, the long-awaited 
SNES follow-up to Metroid on the NES and 
Metroid 2 on the GameBoy. This is one classy 
game - as befits the game’s star, the emi¬ 
nently classy Samus Aran. There’s no news of 
a UK release date yet, but this is one game to 
watch out for - definitely a star of the show. 

Then there’s Kirby’s Tee Shot. A (you 
guessed It) golf game starring the, erm, 
there’s no getting around it - spherical - 
Kirby. Set above Dream Land, disturbingly 


SNES, a robot game based on the hit TV 
series from Universal’s Cartoon Studios. BIG 
robot characters as hard as a constipated 
Vinnie Jones duke it out in beat ’em up and 
shoot ’em up levels in a bid to become “the 
tastiest robot geezer In the cosmos” (or 
something). 

One other nugget of information from 
Playmates is that Shiny Entertainment - a 
handpicked development team of ex-VirgIn 


We sent our man in the States to the largest soft¬ 


ware show in America He had express instructions 


luckily he didn’t spend all his time in the bar... 


to find 


out exactly what we can expect this year and 


From the big N 
itself... 

...come four of the hottest new SNES titles on 
show at CES, the first of which is Ken Griffey 
Jr Presents: Major League Baseball. Now I 
live in America and I haven’t the faintest idea 
who Ken Griffey Jr is (I’m a ‘49ers man). I’m 
assured by our buddies at Nintendo that he’s 
the most popular baseball player in the States 
today. 

Baseball games are, by and large, simply 
baseball games. There’s not much that can 
be done to vary the formula - especially when 


psychedelic wackiness Is the order of the 
day. 

Lastly, making significant waves was 
Zoda’s Revenge Star Tropics 2 for the NES 
(yes! NES! Nintendo, in fact, made a big effort 
to reassure punters that there was plenty of 
life In the old 8bit) with famous characters 
from history and literature cameoing in this 
action/adventure title picking up the plot from 
the original Star Tropics. 


bullet proof promise 
three of the best 

Well, Bullet Proof will tell you that their SNES 
games are the best, but then they would, 
wouldn’t they? 

Obitus Is a sword-swinging, dungeon- 
based RPG. Spike McFang is a Ze/c/a-style 
adventure gang with a light-hearted vampire 
(!) motif and Cyberslider puts SNES players in 
the brain-bothering position of having to solve 
a series of 100 mind-numbing puzzles. 

All are out later this year. At least one could 
turn out to be a surprise hit - stranger things 
have happened. 
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to satisfy the appetite of, um, USHRA Monster 
Truck War fans out there (ahem). Featuring 
the most popular trucks from the TV shows 
(including Grave Digger, Invader and Carolina 
Crusher) fender-bending automobile-abuse 
reigns. 


tecmagik invite you 
to play with steven 
segal 

What’s good enough for Kelly LeBrock is 
good enough for me, so with this in mind I 
eagerly checked out this unusual licensed 
game (there’s no film title here - just the 
bulging Steven Segal himself) at the Tecmagik 
stand. 

And you know what? This one looks great. 
OK, so the game is basically Double Dragon, 
but the Segal sprite is expertly digitised (in a 
Mortal Kombat kinda way) animated and the 
beat ’em up action Is smooth and responsive. 
Shame he’s got such poncy hair... 


tecmo present... 
another basketball 
game, (zzzz) 

As if the world needs one? Tecmo Super NBA 
Basketball for the SNES may well provoke 
some interest if you are looking to get into the 
Guinness Book 
Of Records for a 
house made 
entirely out of 
individual SNES 
basketball 
games. Tecmo 
can’t seriously 
expect anyone 
else to care. 
Whether it turns 
out to be any 
good or not is largely academic. Everyone 
who would ever want a basketball game has 
to have bought one by now and no one needs 
two. 


accolade mix the 
old with the new 

Of course, a follow up to Bubsy The Bobcat 
was inevitable - and here it is. Early versions 
of Bubsy 2 were shown behind closed doors. 
We have some screenshots to show you how 
things are shaping up. Despite claims that 
much has been improved, it would seem that 
they’re adhering to the belief that If something 
ain’t broke, don’t fix it - Bubsy Fans rejoice If 
you want more of the same. 

Juggernauts: The New Breed looks as if it 
could be fun. Accolade have spent a lot of 
time developing the characters and the story¬ 
line behind this one-on-one beat ’em up, and 
a lot of time transferring these characters Into 
punching, kicking sprites using Silicon 
Graphics workstations. (Um, better clear that 
one up: Accolade used the Silicon Graphics 
workstations to make the sprites, the charac¬ 
ters don’t lob them about as weapons). Of 
course, the world doesn’t really need another 
one-on-one beat ’em up. At least Accolade 
are trying something vaguely new. 

Lastly, Fireteam Rogue will attempt to 
blend flight simulation, action, adventure and 
role-playing in a mixed-up, space-age adven¬ 
ture. Could well be a surprise hit. 


programmers and animators - are working on 
a top-secret SNES project due for release 
next Christmas. 


time to explain 
here) and decide 
which members of 
the crew to accom¬ 
pany you on daring 
excursions to hos¬ 
tile planet 
surfaces. 


seta aren’t in 
kansas anymore... 

As you’ve probably guessed. Seta are the 
softie who bring you the SNES game of the 
Wizard Of Oz. You get to play any one of the 
four main characters In your quest to negoti¬ 
ate the tricky path from Munchkin land, along 
the Yellow Brick Road to the Emerald City. 
Singing and heel-clicking Is optional. 

But that’s not Seta’s only offering, oh no no 
no. They also have F1-ROC 2 In the 
wings (good news for all 
motor rac- 


spectrum holobyte 
introduce the next 
generation 

Star Trek: The Next Generation, of course, in 
a game entitled ’’Future’s Past” for the SNES. 
Your mission is to uncover the mystery of the 
most powerful device In the universe - the 
Derandomizer. (Evidently its use can result in 
such diabolical effects as time warping and 
Bristol Rovers getting an attack on goal past 
the halfway line). 

You play the 
part of a trainee 
captain attempt¬ 
ing to solve the 
tests as set by 
The Arbitrator (no 


acciaim make a hig 
spiash 

Acclaim had a lot to be happy about, in ‘93. 

On top of their normal brace of big name 
licenses and cartoon tie-ins. Mortal Kombat 
sold far more copies than anyone could argue 
was sensible. But Acclaim have bigger plans 
for ’94. 

Leading the way are a couple of new 
Simpsons tie-ins. Itchy and Scratchy see 
Springfield’s favourite cat and mouse double- 
act inflicting unspeakably painful acts of 
violence upon 
one another in 
their very own 
game. Then 
there’s Virtual 
Bart (his first 
16Mbit game) 
in which the 
underachieving 
one acciden¬ 
tally finds that 
playing with a 
virtual reality 
machine warps 
him into an 

alternative universe in which he is able to 
assume the powers of Jurassic Park Bart and 
Road Warrior Bart. 

In the sports department, MLBPA Grand 
Slam Baseball 
promises to 
rival Nintendo’s 
own Ken 
Griffey Jr 
Presents: 

Major League 
Baseball while 
USHRA 
Monster Truck 
Wars looks set 


SunSoft present 
four more 

Bugs Bunny’s Rabbit Rampage (a carrot- 
chomping rabbit-fest of cartoon violence), 
Speedy Gonzales (andele! Andele!), The 
Pirates Of Dark Water (um, splosh?) and The 
Death and Life Of Superman (in which the 
red-pants kips it) head up SunSoft’s SNES 
assault for 1994. 

The most inter¬ 
esting of the four 
Is the Superman 
title, the other 
three offering lit¬ 
tle above the 
(albeit slick and 
well-polished) 
same old plat¬ 
form formula. So 
what does ol’ 

Soops bring to the party in this game then? 
Well, It’s a standard beat ’em up affair with 
the token twist of getting the player to “be” 
numerous phoney supermen (SuperBoy, The 
Eradicator, The Man Of Steel and The Cyborg) 
before the real Superman steps forward. 


Kendo Race (featuring 
bikini-clad, busty, Valkerie-types setting 
about each other with poles - as In sticks, not 
people from Warsaw) and Musya (a dodgy 
looking beat ’em up that’s probably meant to 
be in the Akira style, but failing). 

Not a bad brace of games, at least there’s 
some variety in Seta’s line up (not to mention 
the bikini-clad Valkeries, eh lads? Eh? EH??? 
(Snip - Ed.; 

seika’s strange pink 
thing 

Selka plan to 
release Pinkie for 
the SNES later in 
the year. What is 
Pinkie all about? 

Well, Pinkie is a 
strange looking 
pink thing. I could 
tell you more but 























Every month, more SNES owners 
read this magazine than any other... 



‘ ...now why do you think that is? 

Super Play: try it and find out. 
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SUPER PLAY ISSUE 17 ON SALE NOW! 
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I’d have to make it up as I went along. (Our 
US correspondent was in the bar at this point 
I take it Ed.) 

Seika also have the Freeway Flyboys due 
for a SNES appearance - a mode 7, F-zero 
style racer - and it’s looking good. The road 
to the future is paved with fun’ says the press 
release. 

absolutely, posi¬ 
tively, 

unequivacobly the 
final fantasy 

SquareSoft are 
planning to fol¬ 
low up the 
popular Final 
Fantasy series 
with Final 
Fantasy Mystic 
Quest This is 
an 

action/adven¬ 
ture RPG with 

sequences for the SNES. One feature worthy 
of a mention is the price. SquareSoft plan to 
release it in the USA for $39.99 ($10.00 less 
than the standard price), this includes a bat¬ 
tery back-up. Let’s hope similar price 
discounts from other manufacturers make it 
to the UK. 

plummeting like a 
stone... 

...to the bottom 
of the ocean is 
the name of the 
game in Irem’s up 
and coming In 
The Hunt Yup, 
it’s time to “up 
periscope” once 

again and take to 
the sea in a 
soggy tale of sub¬ 
marines, coin-op 
conversions and 
two-player 
options. “You’ll 
have to sea it to 
believe it” claim 

Irem . Geddit? “SEA it”? Oh never mind. 

Undercover Cops is their second title, a 
Double Dragon style beat-’em-up. 

Undercover Cops is a coin-op conversion 
with simultaneous two-player options. It 
should be available for your SNES this sum¬ 
mer. 


the ultimate boxing 
game? 

ASC present Julio Cezar Chavez. No, it’s not 
some new kind of pizza (ho ho ho). It’s a 
geezer who happens to be Mexico’s hottest 
boxing property. Chavez, the game, features 

25 boxers, a 
two player 
option, digi¬ 
tised speech 
in Hispanic 
and English 
and some BIG 
character 
sprites. It 




looks set to be 
good for a 
boxing game. 
Ultimately it is 
limited. 

Then there’s 
SkullJagger2. 
The original 
was voted as 

one of 1993’s best games and the sequel 
looks set to provide more of 
the same. There 
are a 
few 

changes, 
one of 
which is 
that you 
get to play 
the part of 
Storm 
Jackson 
who’s 

traded in his 
sword for a 
blaster gun. 

Laser death 
ahoy. 



anyone fancy a one- 

on-one 

beat-’em-up? 

(Cue: sound of thousands of SNES players 
raising one eyebrow in a ‘you ARE joking’ 
expression). Well, Culture Brain reckons that 
there’s room for just one more. Ultimate 
Fighter features special moves and “mystic 
spells”. Snooze. 


and another? 

These one-on-one fighters just keep coming. 
Kemco are the softie that should know better. 
They are due to release G2 (a15-stage robot 
beat-’em-up) for the SNES later in the year. 
Zzzzz. 



game boy 
players - 
you have 
NOT 

been for¬ 
gotten. 

It would be easy to 
think that SNES was the 
only Nintendo — judging by 
the amount of new products announced for 
the 16bit system. But Nintendo went to great 
lengths to reassure everyone that the Game 
Boy market Is as buzzing as it ever was. They 
plan to release some big new games to prove 

\ 

^ SuperWario Land (SuperMario Land 3) has 
got to be the hot favourite for the biggest 
GameBoy game of ‘94 - if for no other reason 
than that the evil Wario is cooler than Mario 
any day. Donkey Kong ‘94 looks set to spin 
some new magic into an old tried ‘n’ trusted 
V game formula. It features the main man Mario 
^ and is bound to be a big hit. 

Another interesting planned Game Boy 
^ release is Super Battletank, one for Game Boy 
^ players who have secret yernings to be a sar- 
dine. 

M nintendo’s 
« 1993 top ten 
1 SNES titles 


These are the games that Nintendo itself 
rated best. Here they come... 

1. Star Fox 



2. Super Mario All-Stars 

3. Street Fighter 2 Turbo 

4. Super Empire Strikes Back 

5. Mortal Kombat 

6. The Magical Quest Starring 
Mickey Mouse 

7. The Lost Vikings 

8. Batman Returns 

9. Secret of Mana 

10. Tiny Toon Adventures 

So what was the show really like? 

Well, It has to be said that this winter’s CES 
wasn’t as exciting in terms of new game 
releases and hot new hardware news as 
usual. The number of mega-hot new SNES 
games planned seems to be down on last 
year. Perhaps that’s because 1993 was a vin¬ 
tage year (check out the top ten). 

Of course, it could be that Nintendo are 
concentrating on other things. A certain 
Project Reality, to be precise. Certainly all 
Nintendo’s private conference rooms were 
permanently occupied with executives crack¬ 
ing deals and finalising plans. Let’s hope we 
see the results of their labours soon... 































the launching of the first 
Game Zone Reader 
■ Awards. And here’s 
Jonathan Nash with the 
results. Of them. 

> > Statistics is my life,” said Arthur 
|| ■ Gorge!, the Hungarian rebel who 

compelled Jellachich and his 10,000 
Croats to capitulate at Ozora in 1848, 
and, do you know, we like to think his 
words have as much relevance today. 
Especially to someone who’s just destroyed 
his health collating the bloody results of some 
bloody Reader Awards. But you don’t care 
about that. You just want to know those 
results, don’t you? You just want to know if 
the game you thought was the graphical 
pinnacle of 1993 came anywhere at all in 
the final placings. Eh, readers? Eh? Eh? 

You basts. 

you say tomato... 

readers’ best of 


mm 



largely left blank. There were some noises in 
favour of F1 Pole Position and Nige Mansell, 
but very small noises, and about as 
representative of the general SNES 
community as a punchline that’s probably 
very political and awfully clever. 



Arcade/platform game: 

See ‘best beat ’em up.’ 


Mario All Stars 


1 


Shoot ’em up: 

Poppy Twinbee 
A clear win for this 
excellent (if 
somewhat un- 
difficult) sequel to 
Parodius. 

Cybernator was the 
only other 


tDC? 




contender, what 
with it being the 
only other shoot 
’em up of 1993 or 
something, but 
you obviously 
prefer your laser- 
based violence in 
sweet and lovable 
form. 


Beat ’em up: Street Fighter 2 Turbo 
Street Fighter 2 Turbo, eh? Of course it was 
Street Fighter 2 Turbo. Why did we bother 


putting this category on the form, eh? Mortal 
Kombat got a few votes, but that was 
obviously a joke, and someone voted for Best 
Of The Best, but they were obviously mad. 

Sports Sim: NHPLA Hockey 
This was the category which attracted the 
most diverse 
nominations - 
whereas the majority 
of the other winners 
romped home, it 
seemed everybody 
who filled in a form 
had a different 
opinion regarding 
sports games. John 
Madden, Legends of 
the Ring, Virtual 
Soccer and Striker 
jostled with NHPLA 
fjr as front runners, but 

the universal love of 
rapping a large stick 
against someone’s teeth won the day. Hurrah. 

Driving/racing game: Unawarded 
Oh dear. What with 
Mario Kart being 
released in 1992 
(and therefore 
uneligible, although 
this didn’t stop 
quite a lot of votes) 
and Rocky Roll 
Racing only 
available on import, 
this category was 


1 



RPG/adventure: Zelda 4 (Game Boy) 

The only non-SNES game to make it In the 
harsh and ruthlessly competitive world of the 
GZ Reader Awards, Game Boy Zelda beat off 
the likes of Sticky Ninja and a host of import 
games from hardcore RPG fans, which made 
us very happy. Because, you see, we really do 
like the Game Boy a lot. Revenge Of The 
Gator Is the best pinball game ever, and two- 
player Tetris is still the only way to make 
those really tough decisions, such as 
dropping coverage of the NES. Arf. 

Sound effects: Aladdin 
Ah, Disney. Ah, gargantuan advertising 
campaigns. Ah, unexceptional platform game 
with all the swordfighting taken out. But, yes, 
the sound effects are lovely. 

Graphics: Flashback 
And, do you know, Aladdin so very nearly 
won but for a single, fatal mistake: some 
bright bod in the conversion team though that 
because the SNES has a greater colour 
palette than the Mega Drive, they should get 
the graphic artists to take all those gorgeous 
digitised animation cels and add a load 
of shadows and muscles. You ruthless 
readers you. 

Music: Star Wars 

A crushing defeat for the nearest rival, the 

Mario games, and a 
good job too. Turn 
down the lights 
during the Intro to 
Star Wars and you 
could make a 
reasonably large 
amount of money by 
selling popcorn to 
passers-by. Top 
John Williams score. 
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Driving/racing game: 

Mario Kart 
Mmm. But why 
doesn’t it have guns? 
We’d all like it much 
better if it had guns. 

Ah well. 


disparaging remarks at the results quite 
loudly. It’s not that we don’t trust you, our 
ever so lovely readers, but we have our 
favourite games of the year as well. And it just 
didn’t seem fair not to represent one side of 
the argument, ie ours. So here, baldly and 
without comment, are our own lists. Enjoy. Or 
not, as the case may be. 




Arcade/platform 
game: Super Mario 
World 

We can’t be trusted to 
say anything here. 


GZ^s best games of 




Software publisher: Nintendo 
Surprise, eh? Konami was second, with 
Capcom third. THQ failed to make a showing, 
a-ha ha ha. 


RPG/adventure: Zelda 3 

We won’t embarrass him by telling you who 

from Nottingham voted for Might and Magic 2. 


Peripheral: Action Replay 
Obviously you’re none of you honest 
gameplayers and much prefer to pay 
scandalous amounts of money for a cart and 
then cheat your way to victory. It won’t work 
in real life, you know. 


Sound effects: Aladdin 
What, again? Oh, ail right. 


Shoot ’em up: Flashback 
Beat ’em up: Street Fighter 2 Turbo 
Sports sim: Sensible Soccer 
Driving/racing game: Rocky Roll Racing 
Arcade/platform game: Mario All Stars 
RPG/ad venture: Secret Of Mana 
Sound effects: Rocky Roll Racing 
Graphics: Flashback 
Music: Zombies Ate My Neighbours 


M 


Game of 1993: Street Fighter 2 Turbo 
Yeah yeah yeah. 


Graphics: Poppy Twinbee 
Starwing was second (why?), 
with Poppy's predecessor 
Parodius placing a weak third. 
Or showing a weak third. 
Whatever. 


Worst game of 1993: Mortal Kombat 
Bit of a surprise this one, to be honest. It 
seems that with the majority of you foaming 



Music: Star Wars 
Yes. Interestingly, the runner- 
up was Mario Bros 1, rather 
than any of the more recent 
sequels. Telling, that. In some 
way or another. 







Publisher: Nintendo 

You’re all being brainwashed by the insidious 
mind-altering chemicals in the glue they stick 
the carts together with, you know. 


Software publisher: Konami 
Peripheral: Multitap 
Game of 1993: Bomberman 
Worst game of 1993: Last Action Hero 


at the mouth over SF2, this (admittedly pretty 
awful) pretender to the throne was given a 
drubbing It will never forget. Total Carnage 
got quite a few votes for being similarly 
hugely disappointing, and Taz-Mania headed 
the rest of the pack for being plain old crap. 


Peripheral: Adaptors 
You love ’em, Nintendo hates ’em, but until 
the minty Ninty starts releasing games 
simultaneously worldwide, they’ll keep on 
coming. Hurrah. Because, if nothing else, how 
else are you going to get to play a full and 
unexpurgated version of Zombies Ate My 
Neighbours? {Zombies indeed. Tch.) 


GZ’s best games of 
all time 


readers’ 


; Super 


games of 
all time 




Best game ever: 

Mario World 

Apparently the Germans 
complained about the 
Ate My Neighbours bit, 
you see. 


Shoot ’em up: Smash TV 
Beat ’em up: Mario Fighter* 

Sports sim: John Madden ’94 

Driving/racing game: Rocky Roll Racing 

Arcade/platform game: Super Mario World 

RPG/adventure: Zelda 3 

Sound effects: Rocky Roll Racing 

Graphics: Mickey’s Magical Quest 

Music: Rocky Roll Racing 

Publisher: Nintendo 

Peripheral: Multitap 

Best game ever: Bomberman 

Worst game ever: Last Action Hero 



Shoot ’em up: Poppy 
Twinbee 

Our initial reaction was, 
“What?” But when it 
comes down to it, the 
number of good shoot 
’em ups on the SNES can 
be counted on one hand 
and some more hands. 
Poppy Twinbee was a 




-•= K mu 


good choice. Yes. (But you’ve got to admit, 
it’s a bit easy.) 


Worst game ever: 

Home Alone 2 
Worse than Toys. Worse 
even than Home Alone, 
because they didn’t 
figure it out after the first 
time: take a bow. Home 
Alone 2. And take a bow, 
THQ and Nintendo’s 
Quality Control 
department, both of you. 


Honestly, you’d think it was a conspiracy or 
something. 


Beat ’em up: Street Fighter 2 Turbo 
And the runner-up was the original SF2. Ha 
ha! You can all shut up about SF2 now. 


... and we say tomato 


Sports sim: Super Tennis 
Again, you pretty much lined up behind this 


As we were typing in and processing your 
forms, we would amuse ourselves by shouting 


The variation on SF2 exclusively revealed in GZ11, 
where you play any of the characters from the game 
and beat up Mario, who just stands there. 
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Please rush me the following back issues at £2.50 each: 
(Tick appropriate boxes) 

GZN1/02 
GZN1/03 
GZN1/04 
GZN1/06 
GZN1/07 
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letters 


geez 


Sad news this month - Culky has been banged up for 
something he quite probabiy did. It’s the end of an 
era, rather iike the time I drove my car into a sturdy 
tree, except that was the end of a car rather than an 
era. Some abrasions I incurred nearly meant the end 
of an ear, though, which is an era in ali but name. 


japan-nes 

Dear Game Zone, 

Please, please, please will you help me? I 
have seen seven Japanese NES games 
(NES not SNES) and I just can’t find an 
adapter anywhere. I’ve looked in Toy’s R 
Us, Woolworths, Virgin Megastore and WH 
Smiths but no-one seems to sell them. So 
could you please tell me the address of a 
shop in the Oxford area that sells them or 
an address of a mail order company that 
does. I am totally desperate, I am on the 
verge of going insane. By the way could 
you also give the answer by post as my 
newsagent is a bit unreliable and I some¬ 
times miss your mag. 

Thanks a lot 
Peter C, Oxford. 

PS Also people here are paying far too 
much for their games. In Japan they are 
dead cheap. 


how seedy? 

Dear Sir/Madam, 

I’m an 11 year student at the John Grant 
School Trowbridge. As part of my Design 
and Communication course I have chosen 
to design a cartridge and CD console called 
the MEGA Deck. I wonder if you could give 
me any help by answering some questions: 


The best adaptor for NES games used to be the 
Game Key but these are a little hard to come by 
now - and the high-street multiples you men¬ 
tioned never sold them anyway. If you’re buying 
NES games in the Far East, as you imply, then 
ask for an adaptor there. Some are a bit dodgy, 
but these are so cheap as to be worth the risk. 
As for not getting the mag at your local 
newsagents you could always (cue commercials) 
subscribe. 

The full details are available on p 77 Ed 


1) Do you think a joystick or a joypad is a 
better idea than cross controls? 

2) Do you think a cordless joypad - infrared 
- are a good idea? 

3) Would you like to see a console with both 
cartridge and CD as standard? 

4) Do you think prices for current CD games 
systems are too expensive? 

I would also be very grateful for any 
information you might have regarding 
consoles on the market at the moment. If 
it’s not too much trouble that is. 

Your sincerely 

Paul Roberts, Trowbridge. 


and they still need batteries. 

3) Yes. The more options that designers, pub¬ 
lishers and games players have the better the 
resultant games. Choice of format would be 
wonderful, if highly unlikely. 

4) Yes. CDs are dirt cheap to produce, far less 
expensive than carts. The CD market is still 
small though and as with any fledgling technol¬ 
ogy prices are high - remember when home 
computers like the BBC B which sold for £400 in 
1981? 

As for the best info on consoles, the best 
Nintendo news is always in Game Zone. Sega 
Zone do much the same with the Sega scene. 
As for weird ones (Jaguar, 3DO etc), try reading 
Edge. Ed. 


so? 

Game Zone 

Question: What’s the name of the devas¬ 
tated city in Project A-KO? 

Answer: It is Gravition City. 

Deon Degannes, Sanderstead. 


Yes and... Ed. 


1) It really depends on the games. Some games 
eg, Street Fighter II work better with a crosspad, 
others like F1 Pole Position work better with a 
joystick. An interchangeable joypad AND cross¬ 
pad where the stick could be removed would 
seem the best option. To be honest though, 
despite their limitations SNES joypads are about 
the best controllers so far. 

2) I’ve never really seen the advantage as I don’t 
find leads that much of a problem. Old infrared 
pads used to stutter badly. The more modern 
ones are far better, but only as 
good as ordinary 
pads 


blue pipe madness 

Dear Sir, 

I am new to Nintendo and I’ve had a few 
problems with the two games I’ve bought. 

Firstly, Mario Is Missing. Although I talk 
to all the people and the curators at the 
information desks and I have also picked 
up all the artifacts. I can’t find an open 
information booth and neither can I find a 
way to secure the city. I’ve re-read all the 
instructions but still can’t 
find what I’m doing wrong. 

Secondly I have 
Starwing. I set course 1 
and use control type D but 
can’t get any further than a 
few mins of play before 
crashing. Also I’d like to 
know how to get the 
score card up on screen 
and also the credits. 

The instructions say to 
use the cursor and to 
select No in the use of 
the credits but I have 
no cursor or ‘no’ but¬ 
ton on the Super 
NES.Thanks. 

B Inwood, 
Berkshire. 
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letters 



No we haven’t, but we will - honest You’ll 
never guess which box we ticked when we 
planned that page, and we knew it was you who 
drew it too. In response, your Cocktail Bear idea 
may upset Princess Daisy a tad. I always 
thought that she was Mario’s lass, in a com¬ 
pletely platonic way of course. Ed. 

*Sorry about that gratuitous sexist gag there, 
but political incorrectness was bound to hap¬ 
pen sooner or later. 


In Mario Is 

Missing you want to be 
on the look out for a blue pipe 
once you’ve collected all the arti¬ 
facts. This will lead you back out the city 
and to the world map. 

In Starwing the cursor it refers to is the arrows 
by the side of each control method. This is 
moved using the SELECT button. But you know 
that already if you’re selecting a control method. 
As for crashing try Control method A or B. 

These are what’s known as pilot controls and 
are far easier to play with in the long run. Or 
that’s what we’ve found anyway. Ed. 


cock¬ 
tail 
skirt* * 

Dear Game 
Zone (the best 
mag) 

Why haven’t you 
sent back my game 
pak ideas? Have you 
sent them to the 
Japanese Nintendo 
HQ? Or have you still 
got them? I was 
shocked when I saw my 
picture in November’s 
mag! 

My friend ticked the box 
that said “What is it exactly? 
and I ticked the “I think it is 
excellent” box because I knew 
what it was what I had drawn. It 
was Mario’s new girlfriend. I invented her. 
She’s called Cocktail Bear and she’s a 
Greenbear from Brooklyn. I hope you 
understand what I drew. 

Jenny Green, Bolton. 

PS Do you like Sega? Because I hate Sega. 
Nintendo is best. 

PPS Do you watch Games World on Sky 
One? [Answer: Only if you have Sky or 
Cable. ] 


the ROM number 

Dear Game Zone, 

I am a New Zealand reader. I owned a Super 
Famicom and have four games. They are 
Street Fighter II Turbo, Street Fighter II, 
Super Mario World and Captain Tsubasa (a 
soccer game) on Japanese import. I have 
two suggestions for the Video system of the 
Super NES CD-ROM. I think they should 
make the CD-ROM that can run Sega CD, 

PC Engine, music CDs computer systems 
CD (including Mac, IBM and Amiga CD32) 
Photo CD, CD with graphics. Karaoke CD 
and other sorts of CD. They can make that 
sort of thing, using intelligent links or what¬ 
ever they are called, that could be plugged 
Into the SNES CD-ROM. 

It should be legal and it should sell sepa¬ 
rately. Of course it would be expensive but 
that doesn’t matter because it can play all 
the things that I listed on the Super NES CD- 
ROM. Hopefully Sega players and other 
entertainment systems players, will think 
that the Super NES CD-ROM is very good. 
Yours sincerely, 

SL Choong, New Zealand. 

PS The reason this letter is late is because 
the magazine arrives 1 -2 months late. 


i want to fight, now 

Dear Game Zone, 

Hello. I’m writing to tell you that your mag is 
the best and can you answer my questions 
because I’ve never had a letter printed. 

1) When is World Heroes coming out on 
the SNES? 

2) When will your great mag review it? 

3) How much will it cost? 

4) What do you think is the best beat ’em 
up: World Heroes, TMHT Tournament 
Fighters or Street Fighter II Turbo? 

Matt S, Portsmouth. 


It wouldn’t be possible I’m afraid. While different 
CDs store data in a similar (if not identical fash¬ 
ion) it’s not what you’ve got but what you do 
with it that matters. All these different systems 
use different interfaces and no intelligent link 
would get around them all. Even Hornby’s Super 
Deck Converter which taught the SNES to be a 
NES required the best part of a NES inside to do 
the job. So your system would require the guts 
of a Sega CD, PC Engine, audio CD, MAC CD- 
ROM, IBM CD-ROM and Amiga CD32 which our 
experts (well Jonathan actually) reckon would 
cost at least £2000. A little on the steep side 
methinks, and definitely not an impulse buy. Ed. 
PS Sorry the reply was a little late, but your let¬ 
ters arrive 1-2 months late. 


1) Marubeni are unsure as to when, or even if, 
the game will be released here. So if you’re des¬ 
perate you’ll have to get it from an importer. 

2) The month before release. That way if you 
read and like the review, you’ll be able to buy the 
game within 28 days. That’s how Game Zone 
reviews are timed. Sure it doesn’t always work, 
but if we say that a game is worth buying then 
the one thing YOU want is to be able to buy the 
darned thing. Who wants to wait six months just 
because a mag got the ‘exclusive’. 

3) About £45, but that has to be finalised. 

4) I can’t comment on World Heroes because it 
hasn’t been reviewed yet, but TMHT Tourney 
Fighter is good. It ain’t as good (he said pre¬ 
dictably) as SFII Turbo. Ed. 



stay free 



Hi Culky, 

This is a pic of my brother Tom after a 
rugby match. He saved a try to get this 
shiner but he didn’t mind ‘cos he’s well ‘ard 
and he can bear the pain. He could take 
you on any day and you’d end up look¬ 
ing worse than him. 

Sam Goodwin, 

Mortimer. 


Editor’s Note 

Dear Sam and all Culk fans 
Due to unforeseen technical problems - namely 
Scotland Yard’s famous Flying Squad - Mr Culk 
is unable to reply to your letter in person. You 
know how he used to entertain your good 
selves? Well now he’s entertaining royalty, as 
he’s detained at Her Majesty’s pleasure at 
Hounslow Crown Court (you know the one, just 
off of Aplin Way). Now we know Colin is the 
kindest and warmest human being ever to grace 
the face of this planet, but if we’re to irrevocably 
warp the laws of justice into a sad pastiche of 
fairness, we need your help. 

We’ll can get him back in the near future - and 
it’s a bit of a long shot - if - and it’s big if - you 
lend a hand. All you have to do is fill out the form 
below and send it to: 

Colin Culk Is Culkin’ Innocent Campaign, C/0 
Culky’s Lawyers, Game Zone, Bath, BA1 2BW. 
Cakes with files in can also be sent to same 
address. Ed. 


Answer one of the three questions down 
below: 

a) Colin Culk is Innocent because I say so 


Signed (your name here) MP 

b) Colin Culk is innocent because he’s such a 
girly wimp he couldn’t do such a hideous 
thing (especially to a horse) and he was 


Signed (your name here) Rt Rev 

c) Colin Culk is innocent because on the night 
in question I was with him at the 


doing 

between the hours of pm and am 


■ Signed (your name here) QC ■ 

I_I 
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SO how do i 
subscribe to 
game zone‘7 

• cut the coupon out 

• pick up a pen and fill out the 
coupon (correctly) 

• either fill in the credit card 
box or write a cheque made 
payable to Future Publishing 

• stick the whole lot in an envelope and then seal it 

• address the envelope to Game Zone, Future Publishing, Freepost, 
Somerton TA11 7BR 

• sit back and enjoy the best in console entertainment for a full year 

• do it ail again for a good read in 1995 


so why 
should i 
subscribe to 
game xone? 

• because you get the 
worlds’s greatest Super NES 
mag for the bargain price 
£1.91 per Issue 

• because you get a smart newsletter with every Issue 

• because you can forget those ‘sorry, sold out’ blues. You’re 
guaranteed your Game Zone for a full 12 months 

• because you get this trend setting tome delivered direct to your 
door and don’t have to trudge in the rain for It 

• because it would be rude not to 


Fill in this form using BLOCK CAPITALS and tick all the relevant boxes. Cheers. 


yes! of course, send 
me Game Zone 

CH Please start my subsciption as soon as is 
humanly possible (usually the next issue of 
Game Zone published after you return the 
form) if not sooner. 

my it’s good vaiue 
(Ccheap) isn’t it? 

□ UK £19.99 □ Europe £39.95 

□ ROW £51.95 


here’s the money 

n Cheque made payable to Future Publishing 
Ltd {Game Zone) 

n Credit card. Please charge my Visa/Access 
Credit card no: [ZI[Zl[IllIII CHIIIIIIIIL] HUdlUlI 

Card holders name:- 

Signature:_ 

Date:- 

Expiry date:_ 


-1 

then send my shiny j 
new mags to: j 

First name:_ I 

Surname:- | 

Address:- - 


Postcode:_Tel:- 

Send the completed forms (don’t forget your 
cheque if that’s the way you’re paying) to 
Future Publishing, Freepost, Somerton, 

TA11 7BR 


Expiry date 1013194 
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It must be stressed at this 
point that for grabbing 
purposes we have had to 
include a great deal more 
players on the football pitch 
than will actually appear on 
the game. We are all bitterly 
sorry here at Game Zone if 
you feel you have been in 
anyway mislead. Still you’d 
have to be a bit stupid... 





world’s finest footballers 
and Simon Kirrane is 
afraid of Americans. 

A merica, land of the free, land of the 
handgun and this year land of the 
World cup. Not that that’s going to 
bother us, thanks to a paucity of 
luck, a surfeit of ill fate and some 
pretty crappy football and the Dutch no British 
citizens will be playing in the World Cup this 
year. Which is in some ways a godsend, at least 
this way we don’t have to put up with crowds of 
drunken idiots singing songs in the local, 
because let’s face it we won in 1966 but it isn’t 
going to happen again. Still that’s another topic 
and if you’ve got any views on it don’t bore me 
with them. 

The question now is what do we do this 
summer? We’ve got the league matches to keep 
us happy but at 3.00pm on a golden glowing 
afternoon in Chicago the World Cup will begin in 
earnest and rest assured that while the 
concerned countries are all tuning In to their 
various matches they’re all going to be 
interested what the British are doing this 
summer, because they know it won’t be 
barbecues and they know it won’t be 
international soccer. 

That is where this article comes in, because 
this summer we’ll be able to enjoy as much 
international soccer as we like, and what’s more 
our matches won’t be bastardised by colonial 
razzmatazz, we won’t have to cope with walking 
home from the match on a sultry evening 
popping off to get a pie and a pint and being 
held up by boyz r us. 

Nope, now we can have cutting edge football 
dedicated to one of the greatest stars football 
has offered up in a long, long time. And better 
news is to come - this rising star doesn’t have a 
mate called ‘ten bellies’. 

Ryan Giggs has been dazzling Manchester 
United fans with an array of skills and 
confidence not usually found In one so young... 
let’s change that to skill and confidence not 
usually found should we? Giggs has been taken 
up by Acclaim for their latest offering, Ryan 
Giggs’ Champions, the game is one of a number 
of soccer games due to be released to coincide 
with the World Cup along with Pole Soccer, 


World Cup Striker (I wonder If they’ll change 
that name) and possibly FIFA Soccer If 
Electronic Arts get their act together and decide 
to release it, I wouldn’t mind but I was shown it 
last September. 

RGC has gone for a Striker look and feel, 
heavy on look and atmosphere, as opposed to 
the Sensible Soccer tack. Also the velcro feet 
tactic is used so that you have the ball under 
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feature 


your control until you decide to boot it away with 
a choice of passing, clearing or shooting on 
goal, each with an option of long, short, high and 
low and on and on. 

The control method allows you to play a 
running game, with an ‘avoid’ button which gives 
bursts of speed to leave defenders lagging and 
also allowing you to stop and swerve, leaving 
the same men wondering where you got to. 

If running isn’t your style of play however you 
can also play a passing game, whipping the ball 
up field with a series of short rapid exchanges or 
even using the great British hoof (the manoeuvre 
England has been using since before the days of 
lazy Hoddle in Mexico). Now if the idea of 
alternating between passing and running play 
rings a bell somewhere that’s because these are 
the sorts of differentiations that you can make 
while playing American Football. And blow me 
down with a kazoo If there isn’t an interesting 
link coming your way any second now. 


link 

Remember John Madden? Well come on don’t 
give that blank look we only reviewed it a couple 
of pages back, and if I’m not mistaken (and I 


never am) it got the highest score of the issue, 
possible even the year. Anyway let’s just pretend 
you’re a goldfish and can’t even remember the 
first paragraph of what you’re reading let alone 
what happened on p 37. John Madden is a 
famous American sports commentator/ex coach 
who is now famous the world over for his annual 
American football sims which score 93% in the 
legendary tough marking Game Zone on page 
37. The first time the game was seen on the 
Mega Drive and people were startled by the 
realism, the detail and the sheer addiction of the 
game. The first game was programmed by Park 
Place Productions who have now gone on to 
develop a game for Acclaim: Ryan Giggs’ 
Champions, hurrah! Link completed. 

so what’s the big 
idea? 

With one or two player exhibition matches and 
the opportunity to play 32 different international 
teams, from the United Arab Emirates to the less 
well know and more lacklustre In-ger-land (am I 
the only person who believes that New Order are 
the only good thing to happen to the World Cup 





Hello and I’m Alan 
Partridge. Well no 
actually, that’s too 
much to ask of 
any game but the 
commentator’s 
script is as cliche 
riddled as any 
you’ll ever read. 

He lives near me, 
Alan Partridge. 


With all these 
players on the 
pitch it reminds 
me of drawings by 
that Spanish 
cartoonist who 
always draws lots 
of fat people. You 
know? He does 
posters and jigsaw 
puzzles. I just 
can’t remember 
name. 



\ ■ ‘S' . • 
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This is often a moment fraught with 
tension for most football teams. Ahead of 
you lies the chance of glorious victory or 
ignoble defeat. Unless of course you’re the 
Dutch squad because you can cheat then 
can’t you? 


In RGC, you can check back over the latest 
action using this fantastic ‘action replay’ 
feature. And what a great feature it is, all 
you have to do is play a game and then at 
any time you want you can go back and 
replay the last few minutes. Lovely. 


“Bad authors are those who write with 
reference to an inner context which the 
reader cannot know.” 

Albert Camus 

And he should know, he was Algeria’s 
’keeper. Ironic really. 
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red star 


since 1966?) Each team h 
different attribute with 
Germany holding all the 
aces, having full marks 
for shaggy blond perms 
and crumpling at the first 
sign of a 50/50 tackle. 

The game has tackled 
the Striker criticism of 
being too easy by being 
well if, spades are spades, 
bloody tough. The longer you 
play obviously the easier it"^ 
is to compete but I am still 
having Japan run my team ragged 
seconds after the kick off and I’ve 
done about 100 hours service so far. The two 
player option can also be a trying affair, every 
player on the pitch has an idea what football is 
about so that unlike games where you despair at 
your uncontrolled players strolling around the 
pitch like nannies in a park in Giggs you find you 
have a solid back up. Your passes connect and 
unfortunately the opposition are just as on the 
ball as you are. One of the best features is the 
ability to be able to get a pass in (the player you 
control automatically switches), whether it is a 
short lob from just out of the area or a swift 
graceful volley from the right wing all you have 
to do is press A and your man will, stop the ball 
control it and more often than not lift it over the 
goalie or slam it past him. Heaven. 

The referee for some reason has been blessed 
with a computer version of omnipotence, it 
seems to me that every time I hacked down an 
opposition player, he popped up with his red 
and yellow cards. He doesn’t meddle with the 
flow of play though and at one life saving 
juncture he awarded a free kick when the 
opposition had managed to loft a high ball into 
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‘Goal’ reads the caption and yes indeed ‘goal’ it 
most certainly is. The brave Scots (or Scotch as I 
like to call them) have gone a ‘goal’ up against 
Germany. Fat chance. 


six yard box. It was then that I was told that I 
had got the free kick for offside, a ruling that 
seldom turns up in soccer games. My 
introduction to the offside rule might well have 
influenced my opinion of it, but I love it. 

Summing up the cart I’d have to stress that 
this is a soccer game that is devoted to the 
game. It has gone for realism on the pitch, 
keeping options low - as opposed to the myriad 
other games that leave the 
unaffected (strip colour, 

*yer names etc) - and staying 
within the bounds of reality 
when it comes to ball play. 
Players can’t turn and 
slam home an 
unstoppable shot from a 
dead start on the wrong 


foot, also they pause 
and check the 
whereabouts of their 
team mates when 
making a pass, no real 
player has the ability to 
know where his team 
mates are constantly, 
“^fefther can you make a pass 
when you are surrounded by 
^e opposition, just like real life. 
SoW you want to play stop, start 
soccer in the Wimbledon mode then you 
are allowed to, just as if you want to play the 
fluid and graceful style of Manchester Utd and 
Mr Giggs then that too is allowed. Unfortunately 
you’ll have to play as an international squad - 
the games main attraction is that it encourages 
you to develop these play styles and includes all 
the great aspects of the sport that fans and 
fanatics love. The cart isn’t complete yet but it 
should be coming through with a full review in 
the next issue. No, really. H 


There are so many 
football carts on the 
shelves at the moment 
and so many due to be 
released with the 
official non-event that is 
the World Cup. Ever 
ready with a quick quip 
and a rough and ready 
opinion we’ve charted 
the best games that are 
out there from this 
summer onwards. 


Sensible Soccer 


This is the old standard, fast and complex 
and some argue that it is more like pinball 
than anything else. We say never mind, it’s 
been around for ages and things are going to 
stay that way. The Man Utd of soccer games. 


For: The best 
football game. 
10 

Against: Some 
say it isn’t really 
football at all. 1 


LMnmLL 


striker 


A fast paced lovely looking soccer game. 
Options to change more or less anything you 
want from skin colour to the cut of your 
shorts. You can curl the ball fantastically and 




And here we’ve just sneaked up on the 
score table while it was taking a snooze. 
Not a lot of action today eh readers? No, 
hardly any. Well none actually, none at all. 
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Super Goal 


One of this writer’s favourite soccer games, if 
only because I’ve played it more than anyone 
else in the world and always score goals In 
exactly the same way, employing the same 
high pitched cackle every time. Nice touches, 
such as flying into full frontals when you 
shoot on goal really help it out but it doesn’t 
get highly placed due to its limited control 
and jerky scrolling. 


Super Soccer rehashed but this time with the 
Multitap (trans. gaming heaven). The 
complaints are sadly the same as before with 
the feel being more of a kick about in the park 
than a serious game of footie, which isn’t 
necessarily a bad thing. The Bruce Grobelar of 
the SNES league. 


For: I own It and like It. 7 
Against: Nobody else does. 


World Soccer 


For: Four player is always a winner. 9 
Against: It hasn’t ironed out the problems of 
the original game. 4 


This tries to take a leaf out of NCAA 
Basketbairs book. With the spinning around 
effect you get when the point of view Is 
changed from one side of the pitch to 
another. Very much ‘in’ the game but a bit too 
vomit inducing to be of any real use. 


Virtual Soccer 


For: Innovative point of view. 9 
Against: It makes me feel queasy. 7 


Kevin Keegan’s 
Player Manager 


The more recent 
soccer games have 
all been going for 
quirks that stand 
them out from the 
crowd. This 
particular cart has 
gone for a visual 
option quirk type 


J League Soccer 



Only out on Import this one and from the 
same team who brought you my favourite, 
Super Goal. We’ll have to wait and see if they 
release It for the summer. But with the J 
league teams picking up a cult following here 
this may well be a winner. 


Kick Off Plus. The only management game 
available for the football fanatic and they 
chose cult legend Kevin ‘baseball bat/shaggy 
hair/played under Shankly/missed that header 
in the world cup qualifier and then went to 
Hamburg’ Keegan to sit in the dug out. 

A very involving game, unfortunately though 
there isn’t really enough Kevin In there to 
satisfy demand. 


For: KK as well as the chance to play Kick Off 
and manage a team. 9 

Against: Although it’s riding high In the charts 
I don’t think this is the way forward for soccer 
games. 4 



thing, so that you 
can view the action 
from almost any 
angle you care to. 
Well three actually. 
Still it plays well and 
is similar to Striker in 
all but addiction, pity 
that. 


For: Bye 
Against: Bye 


Prime Goal 


For: Sit anywhere In 
the terrace you 
want. 7 
Against: Not 
gripping and no pies 
at half time. 3 


For: An enjoyable and playable game... 10 
Against: ...that is far to slow. 5 


Kick Off 


Empire Soccer 




Difficult to see why this one’s Included short 
of explaining what Kick Off’s like for potential 
Player Manager buyers. Not really a 
challenger as a stand alone game which is a 
pity, on the Anorak (Atari, Amiga) formats it 
was well loved. Gone the same way as Notts 
Forrest for me this one. 


Yet again a cart that’s going for the King of 
Quirk title, super runs and cannonball kicks 
and lots of other things that you’ll never find in 
the real game, not for the soccer enthusiast. 
Or anyone with pretentions for real world 
Involvement. 


For: Sentimental value. 5 
Against: Nigh on everything. 4.5 


For: Bye 
Against: Bye 



Super Soccer 


Pel6 Soccer 


This kept us all busy In ’92 and is one of the 
best games you can get your mitts on. It 
suffers a bit from cute sprites that mess with 
your trying to be serious. Also viewing from 
behind the goal it hampers the player kicking 
down the field. 


r 


This one is already out in the states and has 
received some coverage over here on import. 
Sadly it seems that there Is nothing new or 
addictive or even challenging about this game. 

Still that is not the end. We haven’t reviewed 
the game and can’t do that here and any way 
if it’s got Pele anywhere near it’s got to be a 
winner. 


Ryan Giggs’ 
Champicns 


For: A very enjoyable knockabout. 6 
Against: Not that serious and pants in one 
player mode. 3 


For: Bye 
Against: Bye 




Obviously as this article has gone on I have 
become very attached to this game, partly 
due to the fact that I have peppered my 
writing with around thirty games and also 
because the game expands as you play. 
Unfortunately the true score won’t be known 
till next month so It will get a bye. 


m 


Also based on the J League this has animated 
screens for tackles and so on, it’s a good 
passing game and all the J League teams are 
represented. Unfortunately it’s too slow to get 
me hooked but it is very much a pick up and 
play game that soon develops into a testing 
challenge. 
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For: Bye 
Against: Bye 
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to you all! 


Nintendo 


Let the February issue of TOTAL launch you into 1994 with a 
fantastic selection of news, reviews and red-hot features. 
We take an exclusive look at Akira, show you the game's first 
screenshots and expose the secrets of its design. We also ask 
UK Nintendo champ - Metro - who the hell he thinks he is. Plus 
we take an in-depth look at Project Reality and the VR 
technology that could be in your home by the end of this year! 

It's all in the fab Feb issue of TOTAL! On sale 
Thursday 20th January. 
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in the pipeline ii) preview 






watch this box 

I Publisher: Empire Release: April 
I Price: There will most likely be a price 


More running away, and a spot of jumping. Dexter is 
most athletic, especially in the running away 
department. Run, run, run. That’s Dexter. 


After a while you get to a level with a spaceship in it. 
Here you sort of turn the walls of the maze to steer 
around. What fun. Not much jumping or running though. 


wrote this. 


H ere Is an amusing story 

about laserdisc games by 
that popular 1930s music- 
hall duo, Billy Bigshoes and 
Joe Feedline. 

Joe: Hello Billy. I hear that all laserdisc 
releases have fabulous graphics and sound but 
no gameplay at all. 

Billy: What, like everything by THQ, except for 
the graphics and sound? 

Both: Ha ha ha. 

Empire: Just a minute, we’ve tried extremely 
hard to make Space Ace far more playable than 
its arcade counterpart. Instead of the linear 
cartoon clips followed by a split-second reaction 
test where you select what might possibly be a 
logical direction in which Dexter or Ace should 
move, we’ve got 25 completely different levels 
full of completely different styles of gameplay 
that are completely different. 

Review: Or have you? 

Empire: Go away, you’re early. 

Preview: Yes, you have. 

Empire: That’s better. 


reasonably friendly 
part 

Preview: Could you explain why you use this 
word ‘perspectivized’ in your blurb for the 
game? Are you mad? You just can’t take a noun 
and add ‘ize’ to make a verb. 

Empire: Whimper. 


Dexter runs away from some monsters. He runs away a 
lot. And jumps a bit. But mostly runs away a lot. Like he 
is doing here. From some monsters. 


Jonathan Naah 


Preview: All right, ail right. Gigantic monsters, 
power-ups, animations direct from the coin-op, 
warps, flying around in a spaceship and 
shooting things with a gun. All rights reserved; 
no part of this publication may be reproduced, 
stored in a retrieval system, or transmitted in any 
form or by any means, electronic, mechanical, 
photocopying or otherwise, without the prior 
written permission of the publisher. 

Empire: Now you’ve started quoting the terms 
of purchase from the Inside cover of a book. 
Preview: Dammit. 


very nice bit Indeed 

Preview: Space Ace might just 
possibly maybe perhaps be an 
astoundingly good game. 
Empire: Hurrah. 

Preview: Or it might so 
poor you’d rather stun 
yourself dangerously 
heavily with a household 
electrical appliance. 
Empire: No it won’t. 
Preview: We’ll just have 
to wait and see. 
Readers: All right. 


exclusive 
Interview 

Preview: You are Sullivan-Bluth, the 
company that made all those laserdisc games? 
Sullivan-Bluth: We are. 

Preview: And you started as animators with 
Disney, but left the organisation after seeing 
their films deteriorate in the 1970s and 1980s, in 
order to start your own 
company with a view to 
reviving the art? 

Sullivan-Bluth: Yes. 

Preview: And then you 
made All Dogs Go to 
Heaven? 

Sullivan-Bluth: Sorry, 
wrong number. We are 
a florist’s shop closed 
due to unexpected 
family bereavement. 

Preview: ’Bye then. 

Sullivan-Bluth: ’Bye. ■ 
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guess box . 

o Publisher: Konami Release: tba 
Price: Indeed 


Aha! The two characters are obviously about to engage 
in mortal combat. Unless of course they are friends. 


“Cross dresser! Cross dresser! No indeed, I am a most 
livid dresser.” Screamed Marjorie. 


travel while the other concentrates on firing. The 
second vehicle you encounter Is a mouse. There 
is also a bub-cart and a Sumo wrestler to beat 
up and jump in to - once you have knocked the 
top of his body off. A white rabbit hops out of 
the wrestler before you can get in. It shouts 
Instructions and uses a step-ladder to leave the 
screen, a common means of escape for rabbits, 
as our regular readers will know. 

You have a time limit at each level. This poses 
no problem at the outset. However, when it 
comes to jumping from one abacus disc to 
another and avoiding bullets which spit at you 
from a head on a pole, you may not have time to 
duck. You haye further to run on each level 
than the last. 

On one level you can become a roller¬ 
skating robot and wreak havock along 
your route. On another you can try 
to beat up a buddah with a 
boxing arm. He’s tough (due to 
his aquired wisdom of course. 
Ed.) and comes back for more 
when you think you have 
cracked his chest of stone. 

As with the original legend, 
the plan will become obvious 
as the game unfolds. The 
advice is this: take no prisoners 
and eat as much money as you can 
on the platforms. You’ll lose your life if 
you don’t and you’ll need money when you 
rock up in town. Don’t beat up the old lady 
because you will get Into trouble when she 
fights back (such is life. Ed.) If you leave her 
alone — she’ll leave you alone. Enemies don’t 
hang about on street corners, they’re 
everywhere, but you have to find time to eat 
riceballs, buy armour and gamble. Last, but not 
least, don’t forget... life’s for living. (No... life is 
life na, na, na, nana. Ed.) ■ 


There was only one way 
out — by following the 
path to ninja knowiedge. 


A copy of The Legend of the Mystical 
Ninja 2 has landed on a desk at 
Future Publishing. Elsewhere, the 
instructions are undergoing 
translation from Japanese to English. 
Meanwhile, back at Future Publishing, and 
armed with no foreign language skills, the best 
available option was to seek a man of mystical 
knowledge. (Yes, his knowledge is a mystery. 
Ed.) Research led to Jonathan Nash. ‘Nash-o’ to 
his more familiar friends. 


In search of the 
elusive nash 


Of course he couldn’t understand Japanese. 
However, he had visited 14th Century feudal 
Japan (see issue 15 p 56). The evidence is in 
black and white — with a few spashes of colour. 

The play mechanics of the new version are the 
same as the first. This time you have an extra 
player to choose from. Going by the name of 


“That’s easy for you to say.” Wrote the caption writer 
running low on material. 

Sasuke he is a real cool dude with a volatile tuft 
of hair. If you instruct him to look up, and press 
the fire button, his tuft flys upwards and shatters 
enemies overhead. When he crouches down, he 
can also shoot his top knot sideways and 
blow up rabbits to collect cash. This 
cash comes in very useful when you 
visit various shops on the next level. 

Reflecting on version one, Nash-o 
found so many ‘incredibly friendly 
features’ that his ying/yang balance 
erupted. Too much ying and not 
enough yang sent adrenaline 
through a blood stream which had 
lain dormant since his 14th century 
incarnation or, at least, since his last 
most exciting game play. Version two, 
he said, has ‘even more Incredibly friendly 
features’, then he hummed a tune and fell over. 


dream on 


This time, not only do you attack enemies in 
vehicles, you can hi-jack their vehicles for 
yourself. Firstly, there’s a fish vehicle which 
moves from grass to water and, even if you 
accidently jump out, you will discover you have 
amazing lungs. These allow you to survive the 
underwater periods until you jump up to fight the 
next enemy and steal his fish. 

Once you are in the driving seat the fish will 
fire bombs from its mouth for you. If you play 
with two players, the player who is beaten to the 
vehicle can ride on top of the player who made it 
first. One player then controls the direction of 


the legend ef the 

mystical 


Some say one of the most 
important lessons of life 
is to gain wisdom. Mary 
Richards found Nash-o. 
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picnic box 

Publisher: Empire Release: April 
Price: Whatever 


bea 


There are comical animations and testing bits where you 
have to jump at a certain angle to collect lots of bonuses. 

His life force is represented by an iced cake, and 
if his timid woodland friends accidentally touch 
him, he shares his cake with them because he 
is a generous bear. Clever, eh? 


previewer enaps 

Oh, it’s no good. Yogi Bear is a platform game 
where you jump on creatures’ heads and collect 
things, and there are collapsing platforms and 
extra Items. Apparently there’s a level where 
Yogi swims, and Boo Boo pops up In a bonus 
game but to be quite frank I can’t cope anymore. 


oh, go on, mention 
the graphice 

No. I refuse to write any more about yet another 
SNES platform game. Why not leaf through a 
back issue of Game Zone and read the preview 
of any other platform game preview? Yogi is 
exactly the same as that, but with Yogi Bear in it. 

Tune in next month for the full review, when 
no doubt I’ll be shown up as a charlatan as 
Empire deliver a fantastically characteristic, 
playable and innovative game which just 
happens to contain some platforms. ■ 


Yogi Bear and some 


After jumping on a 
creature’s head it 
zooms off. Hence 
the speed iines. 
There is a very 
nice zoom spot 
effect though. Just 
like the cartoons. 
But with scenery. 




Fortunately, 
the game does 
not feature the 
new, trendy 
Yogi, because 
we’d have had 
no option but 
to murder 
somebody. 


yogi 

Hurrah, hurrah, it’s 
Jonathan Nash. 

P erhaps it is really our fault for not 

making things crystal clear. Our overly 
polite and diplomatic use of language 
has obviously clouded the issue, as 
exemplified by the following: 

Software publisher: Here is a platform game. 
Game Zone: We don’t like platform games. 
Platform games are derivative, repetitive and 
practically indistinguishable from other platform 
games. 48 out of 100. 

Software publisher: Thank you. Here is another 
platform game. 

Game Zone: We despise platform games. 

Platform games are lazy, tedious and the spawn 
of the devil. 31 out of 100. 

Software publisher: Thank you. Here is another 
platform game. 

Game Zone: You don’t like us, do you? 

obligatory non- 
commital plainly 
desorlptive part 

Yogi Bear is a platform game. 

slightly less neutral 
but still trying to be 
nioe part 

The instructions for Yogi warrant a special 
mention at this point, as they display 
considerable imagination in explaining away 
jumping on creatures’ heads to kill them. Yogi, 
you see, has learned of a secret chemical plant 
being built in Jellystone Park and has to rescue 
his timid woodland friends by jumping on their 
heads, at which point they run away to safety. 

































Jonathan Naah once 
scored the winning goai 
for his prep schooi side 
even with a buliet in him 
that had been meant for 
Pope John Paul. 






Left: Choose your team formation 
in a cleverly attractive manner. 


Right: Kick the ball to start the 
game. This is cailed the kick off. 


nothing less than 
fulsome praise for 
everything 

Empire Soccer is shaping up to be Speedball 2 
minus the more terrible violence, what with the 
graphical angle and such special moves as 
Power Drives (where the ball flattens anyone in 


Something terribly complicated and footballish. I reaiiy 
don’t understand the nuances of the game. 


T he thing about football is that I don’t 
know anything about football. 
American football, for example, is a 
closed book to me, and as everyone 
else in the universe seems to be jolly 
excited by John Madden they don’t 
appreciate my strolling up and down 
behind them while they’re playing - 

and remarking, “It’s all random, 
you know.’’ At least with football 
football I’ve a fighting chance of 
understanding what’s going on 
because it’s not entirely 
random, but the fast scrolling 
packed with hundreds of little 
playerblokes (22, actually. Ed.) 
does nothing more for me than 
give me a headache and at least 
three worrying moments when I lose 
all depth perception. 

However, as page 52 says, life itself is 
essentially unfair and futile, so here I am with a 
football football game. Since I’ve not been able 
to play the demo version we’ve got (headache, 
worrying moments and so on). It looks as if it’s 
back to the press release for this preview, so no 
chance of an early opinion or, indeed, anything 
less than fulsome praise for everything. Touch 
your toes, here we go. 


Its path) and Super Barges 
(where you physically injure 
other players so they lie 
comatose for vital moments, 
or something). Obviously, 
realism is not the order of the 
day for Empire Soccer. 

What else? Er, banana 
shots that swerve through 90 
degrees, a rather nice team 
formation thing you can fiddle 
with at any time, sliding 
tackles and overhead kicks 
and diving headers and all that nonsense, action 
replays (what Is the point of action replays, eh? 
Are people such bad sports they need to revel in 
their victories over close, personal friends? Or 
what?), lots of statistics, animated advertising 
boards (it says here) and thumping 
should-tracks (it also says here, but 
that’s probably a mistake). There 
was also a page of information 
about the programmers, 
presumably so folk previewing 
the game could pretend they’d 
interviewed the people behind 
it, but the day Game Zone 
starts printing such obviously 
ingratiating, sanitised, pre¬ 
packaged material is the day we 
can’t stretch out indignant, self- 
righteous rhetoric to fill the space in 
a far more marvellous fashion. 

Empire Soccer - is it better than Sensible 
Soccer? Find out next month if you dare. Care. ■ 
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You get little caricature close-ups and everything. 
Someone’s probably done something quite bad here. 




six-yard box 

Publisher: Empire Release: April 
Price: John Madden ’94? John Random, 
more like. 
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Ah, how peaceful it all looks. Little do the citizens know 
what havoc wili be unleashed in the pursuit of flags. 



Revel in the confusion sown among the enemy forces by 
the alarming lack of flagpoles. 



Remember, our enemies are young people just like us, 
except oddly triangular. 




spectre 


Jonathan Nash is wrong. 




A pair of tank commanders laying down their lives for a 
flag. Now their little triangles will never see them again. 


How do tanks plant flagpoles in the first place anyway? 

W hat a great idea: a game based 
on the sinister and powerful 
Special Executive for 
Counterintelligence, Terror, 
Revenge and Extortion. As a 
minion in the organisation you have to work your 
way up the ranks by completing a series of 
missions including blackmailing a politician, 
assassinating the recalcitrant head of a security 
bureau and hijacking two nuclear missiles and 
holding the world to ransom. Your success is 
judged by the quality of the agents put on your 
case, and your 
ultimate aim is to 
become so 
appallingly 
destructive that the 
British Government 
covertly assigns 
James Bond to 
eliminate you. 

Except it isn’t. 

Spectre is, in fact, a 
tank game. 

Converted from the 
tasty Mac original 
(which, along with all 
other games and 
recreational 
programs has been 
banned from the 
Game Zone network, 
freedom fans), it’s a 
sort of cross between 
Battlezone and preparing light breakfasts, 
except without the morning snack motif. 

ray dennia steckler 

Flags are very important to a game of Spectre. 
There you are, enwrapped in a tungsten carbide 
shell capable of travelling at teeth-rattling 
speeds while firing off rounds of gruesomely 
dangerous qualities, surrounded on all sides by 
similarly equipped and unpleasantly 
temperamental opponents, and you have to 
collect flags. This clearly nonsensical situation 
passed Tuesday afternoon in a lively fashion as 
we discussed the mechanics involved in driving 
a tank full pelt at a flag and collecting it safely as 
opposed to crushing it to a crackly pulp, and for 
this we are grateful. 

Anyway, flags it is and many of them. 
Ostensibly the two of you (for the networking 
feature of the original game which chucked up to 


The peace negotiations broke 
moment, one of the delegates 


All this fighting because of some fiags. Humanity, eh? 

sixteen players on the same playfield has been 
replaced by a split-screen feature) are 
cooperating in your flag-gathering venture, but 
various options allow you to go it alone, or head- 
to-head, or just fight it out with the victor 
claiming the spoils of war, which are some flags. 


more macs 

The demo version we played around with was 
jolly speedy, and a round or two revealed 
something unique to the SNES version - you can 
jump. Yes, with a 
few deft moves you 
can send your 
behemoth of a tank 
spinning into the air 
like Sonja Henie, 
employing your 
lumbering 
momentum to land 
behind an enemy 
vehicle and defeat it 
with the element of 
surprise, not to say 
limb-spasming 
amazement. It 
certainly helps 
matters if you’re not 
terribly good at 
playing the game. 
Hurdy ho. 

Apart from this 
leaping thing. 
Spectre Is apparently the same as the Mac 
version, give or take a minor point here and 
there. A confident statement indeed, as the Mac 
game was packed with lovely, lovely things - 
teleporters, a horrible wobbly loss of vision when 
you get hit, plenty of different enemy tanks 
(Including a desperately aggressive one that 
homes in on you, careening around in a wide 
circle to take another stab If It misses you), acid 
pools that go on to form entirely unnecessary 
and hugely fun mazes, and so much more that it 
was more than a lot. 

Next month, eh? ■ 
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down when, in the heat of the 
viciously pulled a flagpole. 


spectre scepe 




Publisher: Gametek 
Release: April 
Price: Flagpoles 
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Whst’s in the back pocket 
this month? Weii an 
amount of fluff, an 
obligatory boiled sweet 
and Simon and Mary. 
They’ve forgotten their 
guitar this week so we’ll 
have go straight into the 
reviews. Take it away 
S&M... fooer. Ed.) 


bo jackson two 
games in one 


I THQ £25 ~| 

How do you fit 
the two most 
complex games 
known to 
consoles 
(baseball and 
american 
football) on a 
maximum of 2 
Mbits. Well if 
you’re THQ you 
take out all the gameplay and you’ll probably 
have room left for another few games (say, 
Home Alone on the SNES). 

Ahh how cynical I am. In the past that first 
paragraph would have been true whether or not 
I played the game, such was the reputation of 
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THQ. Yet again though they have proved that 
they are on the right track. The Baseball game 
has OK graphics (except for overhead shots of 
the game) and is an enjoyable diversion. Along 
with this Bo’s american football game does get 
quite enthralling although the graphics are no 
better than those created by early troglodytes. 

62% 


muhammad ali 
heavyweight boxing 


Vlq*i£25 

This game 
might as well 
be called Hard 
Skin or Thumb 
Wear Down. If 
the idea of this 
game is to 
wear down 
your right 
thumb and 
develop a lump 
of hard skin on 
your left thumb then it’s a winner. If not then 
we’re heading for a disparaging review. 

The aim of the game is to play the famous Mr 
All and knock people down with your hands. You 
do this by repeatedly hitting the right button so 
that Mr All’s hand slams his opponents head 
enough times for it to forget how to stand up. 
There is a special combo mode that will give you 
a total knock out (this is when the opponent 
forgets how to be conscious). But it’s much 
better to repeatedly hit them In the head as it 
affords a certain psychotic glee. 

Very repetitive and rather easy, it looks rather 
nice but though it will keep you busy for a day or 
so that is Its full potential run out. 

47% 


mystic quest 


I Nintendo £39.99 I 

Off you go, to the sound of mysical music, in 
search of the tree of Mana. Touching It will bring 
you eternal power. Your enemy. Dark Lord, is 
also searching for the tree. His army have split 
up. They lurk in rooms of an ancient castle and 
need battering with your sword. You’ll find this is 
well out of control. Perhaps it’s best if you leg it 
through the nearest exit. You may find riches to 
collect and use later on in your journey. Some 
rooms have no exit. When this happens you 


have to return to the previous room and escape 
through another door. Different routes trigger 
different questions. Usually you have an option 
on your answer. After a while you begin to feel 
you are in a nightmare with no way out and that 
you will be tree searching for a lifetime. Oh and it 
costs a fortune. 

76% ; 


gear works 


Sony £25 

‘Easy to learn...’ Well I’m afraid we’d have to 
differ on that point. ‘Impossible to master...’ 
CORRECT because it is Impossible to learn. 
There seems no point to playing it because, not 
only do the rules vary, they appear to make no 
sense. The only time you can drop a wheel and 
guarantee that the cogs of one will link to those 
of another is when your player is flashing. 
Sometimes, no matter where you place your 
player, it doesn’t flash. Other times, when it does 
flash, pressing the fire button doesn’t mean 
releasing a wheel. When you hit the enemies 

another wheel 
is created — 
usually where 
you need it 
least. There 
are three other 
icons you can 
choose; a 
bomb, 
something 
that resembles 
half a lemon 
and a can of 
oil. How you use these remains a mystery. When 
you select the bomb and try to blow up the 
enemies nothing happens. Trying to lemon or oil 
them also does nothing. Sod puzzles, the whole 
thing is clueless and will put you in a bad space. 

36% 
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SUPER NES DEALS 

ALL GENUINE UK VERSIONS 

SUPER NES MARIO ALL STARS PACK 

& ONE NINTENDO JOYPAD 
+ FREE SN PROPAD . 124.99 

SUPER NES ALADDIN PACK 

& ONE NINTENDO JOYPAD 

+ FREE SN PROPAD- . 124.99 

SUPER NES STARWING PACK 

& ONE NINTENDO JOYPAD 

+FREE SN PROPAD . 124.99 

SUPER NES STREETFIGHTER 
TURBO PACK 

& ONE NINTENDO JOYPAD 
+ FREE SN PROPAD . 139.99 


wr- - - - 
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SONY KVM1400 
14” FST COLOUR 
TV/MONITOR WITH 
REMOTE 
CONTROL. 

60 CHANNEL TUNING, REAR 
SCART INPUT, HEADPHONE 
SOCKET, TWO POSITION TILT, 
BLACK TRINITRON SCREEN, 
LOOP AERIAL. 

FREE SCART LEAD 

(STATE AMIGA. ST. MEGADRIVE OR SNES). 

FREE £10 SPECIAL RESERVE 
GIFT VOUCHER 

SONY TV (GREY) .194.99 

SONY TV (WHITE) .194.99 

SONY TV WITH FASTEXT 249.99 


SUPER NES GAMES 
• = NEW GAME 

RRP OUR 
PRICE 

ADDAMS FAMILY .44.99 ...37.49 

ADDAMS FAMILY 2 - 

PUGSLEY’S SCAVENGER HUNT .44.99 ...34.99 

ADVENTURES OF DR. FRANKEN.44.99 ...39.99 

AERO THE ACROBAT • .54.99 ...49.99 

AGURI SUZUKI F1 RACING.44.99 ...37.49 

ALADDIN* .49.99 ...41.99 

ALFRED CHICKEN • .49.99 ...44.99 


MORTAL KOMBAT.59.99 

MRNUTZ* . 44.99 

MYSTIC QUEST . 39.99 

NBA ALL STAR CHALLENGE . 49.99 

NFL QUARTERBACK CLUB . 59.99 

NHLPA ‘93 ICE HOCKEY .44.99 

NIGEL MANSELL'S WORLD CHAMPIONSHIP 39.99 

OUTLANDER . 49.99 

PEBBLE BEACH GOLF . 49.99 

PGA TOUR GOLF .44.99 

PIERRE LE CHEF - OUT TO LUNCH . 49.99 

PILOT WINGS . 39.99 

PINBALL DREAMS • . 44.99 

PINK PANTHER . 49.99 


..46.99 
..39.99 
..33.49 
..43.99 
..51.99 
..24.99 
..33.49 
..44.99 
..41.49 
..24.99 
..44.99 
..32.99 
..36.99 
..44.99 ! 


CLIFFHANGER 


DAFFY DUCK - 
THE MARVIN MISS 

DENNIS* . 

DESERT STRIKE 

DRACULA . 

EQUINOX . 

EXHAUST HEAT,. 

F-ZERO . 

FIRST SAMURAI.., 

FLASHBACK . 

GOOF TROOP. 

GP1 * . 

HOOK . 

HUMANS* . 


LAGOON . 

LAMBORGHINI 


LEMMINGS ... 
LEMMINGS 2* 


..44.99 

..39.99 

KLurv. 

POP ‘N’ TWINBEE . 

....49.99 

....jj.ya 

...40.49 

...44.99 

...37.49 

POPULOUS 2 * . 

....49.99 

...44.99 

...44.99 

...39.99 

PRINCE OF PERSIA . 

....49.99 

...41.49 

...49.99 

...40.49 

PUSH OVER. 

....39.99 

...35.49 

...39.99 

...34.49 

RANMA1/2* . 

....49.99 

...44.99 

..39.99 

...33.49 

REN AND STIMPY . 

....44.99 , 

...39.99 

..49.99 

...44.99 

ROAD RUNNER (LOONEY TUNES) .. 

....49.99 

...36.99 

..49.99 

...44.99 

SENSIBLE SOCCER . 

....49.99 

...39.99 

..49.99 

...44.99 

SHADOWRUN* . 

....49.99 , 

...40.99 

..44.99 

...37.49 

SIM CITY . 

....39.99 

...32.99 

..44.99 

...36.99 

SKYBLAZER . 

....44.99 , 

..36.99 

..44.99 

...36.99 

STARWING . 

....49.99 . 

...39.99 

..44.99 , 

...39.99 

STREETFIGHTER 2 . 

....64.99 , 

...55.49 

.49.99 

...40.49 

STREETFIGHTER TURBO . 

....59.99 . 

..48.99 



STRIKER . 

....44.99 , 

..40.49 

..54.99 

...49.99 

SUNSET RIDERS . 

....49.99 , 

..42.49 

-.44.99 

...39.99 

SUPER AIR DIVER* . 

....54.99 . 

..49.99 

44.99 

..39.99 

SUPER BOMBERMAN . 

....44.99 . 

.32.99 

44.99 

..36.99 

SUPER GOAL . 

....44.99 . 

..37.49 

49.99 . 

..39.99 

SUPER MARIO KART . 

....39.99 . 

..31.99 

44.99 . 

...36.99 

SUPER MARIO WORLD . 

....39.99 . 

..34.49 ' 

39.99 . 

..32.99 

SUPER NBA BASKETBALL. 

....49.99 . 

..41.49 ; 

49.99 . 

...43.99 

SUPER PROBOTECTOR . 

....44.99 . 

..37.49 

49.99 , 

..39.99 

SUPER PUTTY . 

....49.99 . 

..44.99 

49.99 . 

..41.99 

SUPER SMASH TV. 

....44.99 . 

..37.49 : 

49.99 , 

..40.99 

SUPER STAR WARS. 

....49.99 . 

..38.99 

44.99 . 

..36.99 

SUPER STRIKE EAGLE . 

....49.99 . 

..42.49 

..44.99 . 

..36.99 

SUPER TENNIS . 

....39.99 . 

..32.99 

..49.99 . 

..43.99 

SUPER WWF WRESTLEMANIA. 

....44.99 . 

..34.99 

49.99 . 

..37.99 

THOMAS THE TANK ENGINE * . 

....44.99 . 

..39.99 

..44.99 . 

..24.99 

TINY TOON ADVENTURES - 



..54.99 . 

..40.99 

BUSTER BUSTS LOOSE. 

.. .49.99 

..40.49 

..49.99 . 

..42.99 

TOP GEAR 2*. 

....49.99 . 

..44.99 

..44.99 . 

..37.49 

TOTAL CARNAGE * . 

....44.99 . 

..39.99 

..44.99 . 

..37.49 

TRODDLERS . 

....39.99 . 

..34.99 

..59.99 . 

..51.99 

ULTRAMAN. 

....39.99 . 

..19.99 

..49.99 . 

..41.99 

VEGAS STAKES. 

....39.99 . 

..33.49 

..44.99 . 

..36.99 

WARPSPEED . 

....49.99 . 

..32.99 

..49.99 . 

..41.49 

WING COMMANDER 



..49.99 . 

..39.99 

SECRET MISSIONS . 

....49.99 . 

..44.99 

..39.99 . 

..33.49 

WINTER OLYMPICS * . 

....49.99 . 

..44.99 

..44.99 . 

..39.99 

WOLFENSTEIN3D* . 

....49.99 . 

..44.99 

. 49.99 . 

.39.99 

WORLD LEAGUE BASKETBALL . 

....39.99 . 

..32.99 

..49.99 . 

..44.99 

WWF ROYAL RUMBLE. 

....59.99 . 

..53.99 

..59.99 . 

..49.99 

YOSHI’S SAFARI (SCOPE 6 GAME) .. 

....39.99 . 

..34.49 

..49.99 . 

..43.99 

YOUNG MERLIN • . 

....59.99 . 

..54.99 

..49.99 . 

..43.99 

ZELDA 3 - LINK TO THE PAST . 

....39.99 . 

..32.99 

..59.99 . 

..49.99 

ZOMBIES . 

....49.99 . 

..38.99 

..59.99 . 

..53.99 

ZOOL* . 

....44.99 . 

..36.99 



GAMEBOY DEALS 

ALL GENUINE UK VERSIONS 
GAMEBOY WITH NO EXTRAS 

FREE KONIX GB HOLSTER .39.99 

GAMEBOY WITH TETRIS+ BATTERIES 

FREE KONIX GB HOLSTER .49.99 

GAMEBOY PINBALL DREAMS PACK 

WITH PINBALL DREAMS GAME & BATTERIES. 

FREE KONIX GB HOLSTER .57.99 


GAMEBOY GAMES 

• = NEW GAME 

i ADDAMS FAMILY 2 - PUGSLEY’S 

' SCAVENGER HUNT . 23.49 

i ADVENTURE ISLAND 2* . 20.99 

i ALFRED CHICKEN . 23.99 

ALLEYWAY . 13.49 

; ASTERIX . 23.99 

i ASTEROIDS . 12.99 

] BART VS JUGGERNAUTS . 13.99 

BATMAN- 

iJ THE ANIMATED SERIES . 21.99 

;] BATTLETOADS . 21.49 

ij BATTLETOADS IN 

RAGNAROK'S WORLD . 21.99 

; BEST OF BEST KARATE . 21.49 

' BILL AND TED’S EXCELLENT 

ADVENTURE . 17.49 

BIONIC COMMANDO . 21.49 

CASTLE QUEST • . 20.99 

CASTLEVANIA . 14.49 

CHUCK ROCK . 20.99 

CLIFFHANGER* . 20.99 

' DARKWING DUCK . 25.49 

DR. FRANKEN 2 . 23.99 

DR. MARIO . 20.49 

' DRACULA . 20.99 

: DROPZONE.23.99 

DUCK TALES . 21.49 

i EMPIRE STRIKES BACK.21.49 

; F15 STRIKE EAGLE.23.49 

; FELIX THE CAT* .20.99 

I FIDGETTS . 23.49 

i FIREFIGHTER . 23.99 

■ FLINTSTONES . 21.49 

. FORMULA 1 RACE (WITH FOUR 

f PLAYER ADAPTOR) . 25.49 

I FRANKY. JOE AND DIRK 


ON THE TILES* . 21.99 

GARFIELD . 24.99 

GARGOYLES QUEST . 13.49 

GEAR WORKS . 20.99 

GOAL* . 21.99 

GOLF . 18.49 

HUMANS* .21.99 

JACK NICKLAUS GOLF . 21.49 

JURASSIC PARK .25.99 

KID DRACULA . 22.49 

KID ICARUS . 20.49 

KIRBY’S DREAMLAND . 20.49 

KRUSTYS FUN HOUSE . 19.49 

LAMBORGHINI* . 21.99 

LAST ACTION HERO . 20.99 

LAWNMOWER MAN . 23.49 

LEMMINGS . 22.49 

LETHAL WEAPON . 23.99 

LOONEY TUNES . 25.49 

MARBLE MADNESS . 20.49 

MARIO AND YOSHI . 20.49 

MEGA MAN 2 . 20.49 

MERCENARY FORCE . 21.99 

MICKEY’S PUZZLE . 23.99 

MORTAL KOMBAT . 26.99 

MOTOR CROSS MANIACS.14.49 

MUHAMMAD ALI BOXING • . 23.99 

MYSTIC QUEST . 25.49 

NIGEL MANSELL S WORLD 

CHAMPIONSHIP . 22.49 

NINTENDO WORLD CUP . 20.49 

PANG • . 20.99 

PIERRE LE CHEF- 

OUT TO LUNCH* . 23.99 

PINBALL DREAMS . 21.99 

POPULOUS . 23.49 

PRINCE OF PERSIA . 21.49 

PRINCESS BLOBETTE . 13.49 

REN AND STIMPY . 22.99 


ROAD RASH . 23.49 

SENSIBLE SOCCER * . 20.99 

SOLAR STRIKER .13.49 

SPEEDY GONZALES . 26.99 

STAR TREK . 25.49 

STAR WARS . 22.49 

SUPER JAMES POND .23.49 

SUPER MARIO LAND . 20.49 

SUPER MARIO LAND 2 . 25.49 

SUPER RC PRO-AM . 21.99 

TALESPIN . 21.49 

TEENAGE MUTANT HERO TURTLES - 

RADICAL RESCUE . 21.99 

TENNIS . 19.49 

TERMINATOR 2.13.99 

TESSERAE* .17.99 

THE SIMPSONS - ITCHY AND 

SCRATCHY . 23.99 

TINY TOON ADVENTURES.21.49 

TINY TOON ADVENTURES - 
MONTANA’S MOVIE MADNESS 21.99 

TIP OFF (BASKETBALL) . 23.49 

TITUS THE FOX* . 21.99 

TOM AND JERRY . 21.49 

TOM AND JERRY 2 . 23.99 

TOP RANKING TENNIS . 20.49 

TOTAL CARNAGE • . 23.99 

TRACK AND FIELD . 24.49 

TROLLS*.23.99 

TURRICAN . 14.49 

TURTLES 2 . 25.49 

VIKING CHILD*.21.99 

WWF KING OF THE RING * . 23.99 

WWF SUPERSTARS . 21.49 

YOSHI’S COOKIE .18.49 

ZELDA - LINK’S AWAKENING ...22.49 
ZEN - INTERGALACTIC NINJA ...22.49 
ZOOL* . 21.99 


SUPER NES EXTRAS 

JOYPADS 

I DRAGON SPEEDPAD 
(WITH AUTOFIRE) . 


FREEWHEEL 
STEERING WHEEL 
FOR SNES. PLUGS INTO JOYPAD 
PORT. SUITS MOST DRIVING 
GAMES. 24.99 




LOGIC 3 LOGIPAD SN 

FOR SNES. FULLY MICROSWITCHED 

JOYPAD. WITH AUTO FIRE. 13.99 


NINTENDO 
CONTROL PAD 
15.99 


NINTENDO SCOREMASTER 
JOYSTICK -t- SLOW MOTION & 

TWO SPEED AUTOFIRE .35.99 

PHASE 9 OBLITERATOR WITH f 


AUTOFIRE(TWO SPEED) & SLOW ^ 
MOTION. 13.99 




QS160 SUPERCON2 
JOYPAD (WITH SLOW MOTION 
AND AUTOFIRE) .10.9 



QUICKJOY SN PROGRAM PAD 
PROGRAMMABLE JOYPAD CAN 
HOLD UP TO THREE PRESET MOVES 
IN MEMORY. IDEAL FOR GAMES 
WHERE SPECIAL MOVES USING 
MORE THAN ONE BUTTON ARE 
REQUIRED. 28.99 

QUICKJOY SN PROGRAMMABLE 
JOYSTICKWITH AUTOFIRE AND J 

SLOW MOTION.35.9" 

QUICKJOY SN 
PROPAD (WITH 
SLOW MOTION AND 
TWO SPEED AUTOFIRE) 11.99 j 




SAITEK MEGAMASTER I 
JOYSTICK WITH AUTOFIRE AND 
SLOW MOTION (MICROSWITCHED). 


SAITEK MEGAPAD II WITH 
AUTOFIRE AND SLOW MOTION 
11.99 L 

TURBO TOUCH 360 
(TOUCH SENSITIVE JOYPAD 
WITH AUTOFIRE). 


NINTENDO SCOPE 6 LIGHT GUN 

WITH SIX GAMES. GENUINE UK VERSION. .. 

LEADS 

SCART LEAD - SUPER NES TO TV WITH SCART INPUT ., 
MONITOR LEAD - SUPER NES TO 
PHILIPS CM8833 MK2 OR CBM 1084S MONITOR . 
NINTENDO STEREO AUDIO/VISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOW/WHITE PHONO 
STEREO & VIDEO LEAD) . 


.18.99 

.39.99 


...9.99 

.12.99 


STORAGE 

PROTECTOR CASES FOR CARTS (PACK OF 4). 
PROTECTS CARTRIDGES FROM MOISTURE 
AND DUST (CLEAR PLASTIC). 

LOGIC 3 MULTI CASE CARRY BAG . 


...6.99 I 
.12.99 


GAME GENIE 

(GAMES ENHANCER, ALLOWS CHEAT 
CODES TO BE ENTERED FOR INFINITE LIVES, 
CREDITS ETC. BOOK OF CODES INCLUDED) . 


MANGA VIDEOS 

WE ONLY ACCEPT POSTED/FAXED ORDERS FOR 
VIDEOS WITH AN 18 CERTIFICATE. PLEASE STATE 
’1 AM OVER 18' ON YOUR ORDER. 

3X3 EYES PART 2 (RATED 15) . 8.99 

AKIRA (RATED 15) . 12.99 

AKIRA DOUBLE PACK (RATED 15) . 17.99 

DOMINION TANK POLICE 3 AND 4 (RATED 15) ...12.99 

FIST OF THE NORTH STAR (RATED 18) . 12.99 

LENSMAN (RATED PG) . 12.99 

PROJECT A-KO (RATED 15) . 12.99 

R.G. VEDA (RATED PG) . 12.99 

TETSUO 2 - BODY HAMMER 

(LIVE ACTION - RATED 18) . 12.99 

LOTS MORE AVAILABLE PLEASE CALL 


PLEASE NOTE: PRICES VALID UNTIL JANUARY 
31 ST 1994. If ordering after this date, please 
phone Sales to check for any price changes. 

We only supply official UK products. Official suppliers of allleading 
brands. We sell games and peripherals all at amazing prices for 
Megadrive, Master System, Game Gear, Super NES, Gameboy, 
NES, Lynx, Amiga, Atari ST, PC, CD ROM and Apple Mac. And 
we sell T-shirts, Manga Videos and cuddly toys! 


lire 



Special Hedeute memLeH can kaue ailUUi.. can 1^(014? 

® READ NRG Regular Club Magazine 
^CHOOSE from our Huge Selection 
^ BUY at Best Possible Prices 
^ SAVE with our Speciai Deals 
^ SAVE more with our XS Coupons 
^ WIN up to £10,000 worth of prizes FREE 
JOiN now from just £4.00 

We only supply members but you can order as you join 

There's no obligation to buy anid you can be any age. 
Just sened in the form below or phone Sales on 0279 600204. 
As a member of Special Reserve you'll receive regular issues of 
NRG magazine. NRG is our 48 page colour club magazine sent bi¬ 
monthly only to Special Reserve members. NRG contains: 

The best selection of games, peripherals and hardware for all 
popular formats. We are official Sega, Nintendo and Sony stockists. 

2. Reviews in colour and latest information on new products 

3. Charts and Release Schedule, to help you choose and plan 

4. The best prices. Just one purchase will save you your joining fee 

5. Hundreds of Special Offers. Top games at prices you won't believe 

6. XS Super Savers. Money-off coupons worth over £180 a year 

7. BIG £10,000 TARGET PRIZE COMPETITIONS. In every issue 
of NRG, exclusive to members, free to enter! 

That's why over 200,000 people have joined Special 
Reserve, the biggest games club in the World! 

0279 600204 

OPEN 10am til 8pm Seven Days a Week' 

Order/Confirmation/Receipt sent for every order. 

You can also Fax your order to us on: 0279 726842 

We pride ourselves on our after-sales service. (18 customer service lines) 

Inevitably some games listed may not yet be available. Please phone sales on 0279 600204 to 
check availability before ordering. In the event of delay we issue refunds on request at any time 
prior to despatch. We reserve the right to change prices without prior notification. E .& O.E. 


SAWBRIDGEWORTH SHOP 
2 South Block, The Mailings 
Sawbridgeworth, Herts 


CHELMSFORD SHOP 
43 Broomfield Road, 
Chelmsford, Essex 



CLUB SHOPS OPEN 10am til 8pm SEVEN DAYS A WEEK. 

Registered Office; Inter-Mediates Ltd, 2 South Block, The Mattings, Sawbridgeworth, Herts. CM21 9PG. 
All prices include VAT and carriage to UK mainland. See base of order form for 
overseas surcharges. We supply hardware only to UK mainland addresses. 

MEMBERSHIP FEES 6 MONTHS ONE YEAR TWO YEARS 
TRIAL ANNUAL WITH FREE 

MEMBERSHIP MEMBERSHIP HARD BINDER 

UK MEMBERS 4.00 7.00 14.00 

OVERSEAS EC MEMBERS 6.00 9.00 18.00 

OVERSEAS WORLD MEMBERS 7.00 11.00 22.00 

We'oNLY SUPpTy” i/iENTe'ERS BUT YOU CaTj Of^lRAS j'oiN. 
THERE ARE NO SURCHARGES ON UK TELEPHONED ORDERS. 
(PLEASE PRINT IN BLOCK CAPITALS) yOGI 

Name_ 


1 

■ Phone Machine 

1 

1 Enter membership number (if applicable) or 

1 NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


1 

1 item 


1 

jitem 


1 

litem 


1 

! item 



ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.0./Access/Mastercarcl/SwitchA/isa (Switch Issue No_ 


Card 

expiry date_ 


Signature 


Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World): Software orders 
please add £2.00 per item. Non-software items please add 
25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 







































































































































































































































































































































































I VHQE yov ALL TO MAKE yOUE WAy 

DOWN TO THE SHOPS & BUy THIS IMMEDIATELy IT'S PASll TOTAL ^C/ jO JAN '94 



HE QHAPHICS AND SOUND ApE FAULTLESS... yoU COULDN'T POSSIBLy QO WpONC 
WITH A copy OF MysTicAL Ninja. I smiled Q1 

\ ALL THE WAy THpOUCH IT. S UPEB PLAyyU 10 JAN '94 . 


[ill Raad Vxbrid^ MiO^Unx^ jiBS 2BB 


Komimi (VKJ Limittd Kenami Houti S4a 









G ood morning. I assume that you’re reading this in the morning, having bounded down the stairs and eagerly 

ripped open your latest Game Zone. If you haven’t, why not? What’s wrong with you? Don’t you remember when 
you were young and you got all excited waiting for the postman to arrive with your Barclaycard bill, or expulsion 
letter from nursery school or envelopes marked Reader's Digest Prize draw? Oh you don’t, well maybe you 
should. It’s what we’ve been like all month, because we had the chance to go and meet the folk behind the Nintendo’s 
next generation machine. Project Reality. 

Simon could hardly restrain himself. Jonathan masked his enthusiasm with a cool sceptical air. I just sat there in smug 
mode, because I was the one going down to Silicon Graphics to see what their current range of super computers could 
do. And I really was the lucky one (I’m only saying that again because the rest of the team will read this and I can resist 
the chance to really rub it in) because what I saw there really blew me away. The full details of what and why Silicon 
Graphics are up to can be found In the mag, p.16 to exact, but it’s hard to contain my excitement. I was expecting to see 
the future Nintendo machines, and instead I saw the future of the SNES. 

Now I’ve been around a bit in the world of computer and console gaming. I started out on the 8 bit Amstrad CPC, then 
moved to the Amiga, back down to the C64, all while dabbling with PC’s, Game Boys, Game Gears, Mega Drives, Master 
Systems, the good old NES and of course the SNES. Eventually I joined the ranks of Game Zone and became a full time 
SNES man, I thought I’d seen seen all the SNES could do once I’d checked out F-Zero, Pilot Wings and Axelay. Now I 
know how wrong I was. 

Over the last few months the quality of games has just been getting better, but what Silicon Graphics were showing off 
meant that I knew I was wrong, these great games are just the beginning. Sillicon Graphic’s high-end graphics stations 
are to be the foundations of the next generation of Nintendo hardware - Project Reality will use many of the same. If not 
similar chips - and that includes forthcoming Super Nes games. Previously these hideously expensive machines were the 
preserve of Hollywood and TV, used to produce spectacular effects in everything from Terminator 2 to Star Trek: The 
Next Generation. Now Silicon Graphics have targeted the games development community and that’s good news for you 
and me. 

With custom software these machines, despite their hideous off the shelf price, suddenly open entire avenues of game 
production that were hitherto so labour intensive that they weren’t worth the effort. Now Silicon Graphics utilities will 
make it possible to create truly spectacular starscapes in seconds. They will make the modelling of 3D objects a matter 
of minutes rather than months. And as these have now been specifically tailored to suit games authors, the potential is 
immense, with the man hours saved meaning that these workstations swiftly pay their way. 

I’m sorry to wibble on about these things, but they really do mean that great games are here to stay. First designers 
used to mimic what Hollywood did, now they will be able to do it better. And you’ll reap the benefit, not just on Project 
Reality in the distant future but on your SNES any time now. 

Enough of this rant, what about the current SNES scene? Well just when things were starting to get really exciting the 
storm clouds began to gather. There are more raids every month on console pirates as the selfish try desperately try to 
cash In on other folks hard work, just so they can make a measly few quid. And furthermore the censorship debate Is still 
rumbling on both sides of the Atlantic. Over here ELSPA’s voluntary ratings system draws ever closer. While on the other 
side of the pond the senate continues to get ever more insane as a few crusaders mouth off and try to get games that 
have already been on sale for many months pulled from the shelves in a fit of panic (and quite possibly get themselves 
re-elected into the bargain). 

All of which is a little frustrating, because Super Nintendo software really is coming of age. Finally coders have come to 
terms with the potential of the 16 bit Nintendo and the software shelves have been clogged with every predictable form 
of game you can imagine. Now we’ve all said ‘Oooh’ to mode 7’, marvelled at 83 layer parallax scrolling and gloried at the 
number of colours on screen. We’ve all played enough Mario clones, kicked In enough Street Fighter 2 rip offs and got 
thoroughly bored of second rate Zelda copies. So the only way the softies can impress us is with either a better version 
of what’s gone before or something totally original. 

Wolfenstein 3D is one such example of a new genre, a brave step forward that commits itself to the playing experience 
and was designed to be fun first and foremost. Madden '94 takes the opposite tack, finally bringing us what we deserve 
in terms on top-notch grid iron action. These are the kinds of game you bought a SNES for and deserve to play. And 
there are more on the way. Sure there will still be the sad preditcable stuff, but rely on us to sort out the wheat from the 
chaff at the review stage. 

See you next month. 




Trenton Webb, Editor. 



